

Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possibie. 
From the originai editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in heiping us out, in whatever way possibie. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 
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|or why deception, cruelty and l>etraya! are your /riends\ 

To start “Tlie War of tl le Lions/^ you must use LolJ strokes. Regicides, doukle-crosses, 
violations of queens, good options alL Wkatever your plan, once kegiin, a war of tftis magni- 
tude is not to ke trifled witk. Tkis is a krutal conflict of epic proportions, wkere eack kail owed victory krings 
you closer to tke very*koart of darkness. Battle after kattle, you will command your figlitiiig party across 
magical lands protected uy kostile forces, will nee d tke ke Ip of tke kravest warriors, as well as armor, 
weapons, intricate kattle plans and magical spells. Be rutkless. Be eleven Or ke dead. 



T>ajn)N9 ^N \}imy 

|er haw io ensure the higgesi^ haJJest, meanest SOBs are on your siJe^ 

® In Final Fantasy Tactics,™ you are Ramza, a young squad leader and an ally of Princess Oveka. Its up 
to you to lead an elite figkting squad of your own ckoosing into kattle. You must train tkem to ke 
powerful Black Mages wko can cast magic spells, Summoners wko Ccin awaken terrikle keasts, Wizards, 


PlaybUtlon and tKe Playbtation logos are trademarks of Sony Computer Entertaimiient Inc. Pinal Fantasy and SquareSoft are registered trademarks of Square Co., 

















Ninjas, BarJs, Arckers, TLieves and more. Tkere are nineteen figkting classes and four kundred akilities 
to master, if you go into kattle ill-prepared, may tU enemy make tke Wood rmi cold from your keaxt. 

^ ^ ■ V 

6f^f^ecT)ue B^TTlje STj^are^jes 

ju rih er Jiscussions from the annals of shoot firsts ash questions /aterj 

^ i As tke ancient kistory of warfare reveals, you will survive if your kattle strategy is strong, and perisk 
if it is not. You will lead tke ckarge tkrougk impressive lands trying to gain tke hesi strategic 
positions in forests, castle ramparts, swamps and valleys. You can kuy and sell equipment, kire new soldiers 
and plan glorious tattfo strategies. May you conquer tke enemy or may you die trying. 


ptoy^tation 



IH 


I.tl ©1997/1998 Souare Co, LtJ. Final Fantasy Tictics is a trademark of Square Co, Ltd ©1998 Square Co, Ltd. All rigKts reserved. www.playstaUoii.com 
















As we head into the summer, the big 
secrets are about to be revealed! 








s we approach the 
middle of the year, 
no one seems to have any real clue 
as to what^s planned for the PlayStation in the 
second half of 1998. But then again, 

I guess it usually is this way right 
before showtime—that special 
time of the year when we get not 
one, but two mammoth industry 
shows: the Tokyo Game Show and 
our very own El 

Game publishers are notoriously 
quiet now, as they don't want to 
give away their top plans before the 
big shows, Even with us in the 
press snooping around, Tm always 
amazed at how much the industry is able to keep quiet 
until that first day on the showfloor, when all of the 
secrets are finally revealed. As we approach the two 

big shows, several questions 
remain to be answered. At the 
top of my list is Metal Gear 
Solid —exactly when are we 
going to get to play this 


art 


4 JuiP what surprises 
box hove in store lor 


game, and when will it be released? Rumors are say¬ 
ing a playable version will be at the Tokyo show, but 
Konamt claims that only a videotape will be at E3,„ 
Another big mystery is Sony's Dual Shock controller 
Just what are Sony's plans for this 
thing? (Check out pg. 13 for more 
on this.) But perhaps the biggest 
mystery of all is Square, and its 
U.S. plans. With so many hot games 
releasing in Japan, how many of 
them will come over here to our 
shores, and will Square be the 
company to bring them over? And 
then there's Sony, it hasn't 
announced a single game for the 
third or fourth quarter, so you just 
know it's sitting on some really top“Secret stuff. 

Yep, things are definitely about to get very inter¬ 
esting in the next couple months, and I can't wait! 

5 LflT-E^ 
Editor-! N-Cme-F 


does this thlla grey 
u» kifw on ihU ywr? 


LUe T-Ht 

TIAJQ eiG 

CpU^STlONS «EnrHRlN TD 


Here are a few of the big 
PlayStation questions that weYe 
dying to learn the angers to.., 

' Whii»% Mp wHfi <3^ 

Wh««i wHI Katrmiti bdug ft oulf 


% Sonyii tXMt Slwk Aiwlog 
Pod teantf ready to go-for o 
U buKh-^bel^ when? 




i-i.: 


Sony 1 st word dip 
idsouf Gnjih 3f 
but juit what 
vise doH the 
uanyany haw* 
up ill M e w ? 
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very issue, we match the best 
games with today's hottest il¬ 
lustrators to create the PSM cover. 
We take pride in creating quality 
original artwork, to present our mag¬ 
azine at the highest possible level 
This month we were glad to 
work with Ryan Benjamin, who 
comic book fans should know from 
Wildstorm's Phantom Guard He's 
definitely into games, and lists 
Tomb Raider as his favorite. You'll 
want to keep an eye on this guy, 
'cause he's just starting to heat up! 



Her^ 0 jitook. look Ryon^i firat rough Thti lecond ikekh imprevod upon the first, n 

sketch. We wontod to feature two of fire itn^ that it left us mare room on itW Ml sU* br 
reoagobsye so we wsri text. Pfan, we get to see a tiKle bbr more of 

with Jin and Yofhimitsu. Yoshimhsuj ww's getting h» butt kkkedL 
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Chris Elhts 

Likes: All types of games 
Hobbies: Comics, Basketball, 
Movies. Animation, Music 
Action Figure Feature: 

If you squeeze my arms togeth- 
er, a giant basketball flies out of 
my ass. Please don't do that. 


SreFHCN Frost 




Likes: Fighting, RPG, Racing 
Hobbies: Anime, Movies, 
Comics, Seven-of-Nine 
Action Figure Feature; 

I don't do anything special, but 
you can only get me with 10 
proofs-of-purchase from PSM. 




Noah 

Likes: Racing, Sirriulations 
Hobbies: DJ-ing, music 
Action Figure Feature; 

You can twist my head off, and 
"stash'" stuff in my hollow 
body, And my outer shell is 
smell-proof, too! 


Bill -Paris 

Japanese Conespondent 

Likes: Right Combat, Fighting 
Hobbles: Flong Kong Action 
Action Rgure Feature: 

If you turn my torso, HI throw 
tetsubishi in your feet! Just ask 
that punk GJ, Joe—he still 
walks with a limp! 




Slr-k-e 

Likes: Shooters, Ftacers, Fighters 
Hobbies: Screenwriting, Game 
Design, Classic Games 
Action Figure Feature: 

I can say two things; "Grant 
Moirison is a god!" and 
"Onward to Dei Taco!" 


•B. Chiri-Chrn 

^ Correspondent 
JJkes: Every kind of game! 
Hobbies: What else is there in 
life besides videogames? 
Action Figure Feature: 

I come packed with all sorts of 
top-secret PlayStation good¬ 
ies—like the plans for the PS2! 



C^nnLsm 
FmwmflN 

Managing Editor 

What he does: 

a lot of copy 
Hears a bt of excuses. Makes 
a lot of threats. Rolls neads. 

Action Figure Feature; 

Three words; Swinging Bat P^ion, 

You don't even have to press a button 
or nothin'—just turn in your work late. 
Aso, my figure likes to cold lamp. 
Charles' Quote of the Month; 

"Batter up, punks—gimme your copy 
or run faster than I can!" 



Eua«N« 

UlflNa 

Art Dlractor 

What he does: 

Directs art and licks 
mice. Uses his Tongue v.asli 
action only for good, never for evil, 
Action Rgure Feature; 

Squeeze my feet together, and my 
unrque "Tongue I jshing" action 
springs into motionl I can hit a running 
mouse at twenty paces! Just try me! 
Bug's Quote of the Month; 

"That mouthse ain't sthopprn' I Leggo of 
my thongue you bathtard! 11" 



□mr Lwuj 
Qriphic Deilgner 

What he does: 

Designs kick-ass 
pages for the world's 
top PlayStation mag. Gives 
encouraging words of advice, 

Action Rgure Feature: 

I wanted to make a "friendlier'' figure 
It says comforting things like "ft was¬ 
n't your fault," "They're sW going to be 
sorry one day," and "Don't listen to 
them, I think you Ve very talented I" 
Gary's Quote of the Month: 

"Quick, change my battemyyyyy.." 



;h magazine is best for you. Official 
or Unofficial? That's easy. You want inde¬ 
pendent, unbiased coverage, and you want 
to know that what you're reading is noth¬ 
ing but the truth. You can only get this 
with an UN-official magazine. An offi¬ 
cial boiok has to answer its Corporate 
Sponsor. And whose best interests 
d0 you think they Ye looking out for? 

■f PSM is created by us and no one else. 

Nobody has to approve our pages before 
theyYe printed and nobody, not anybcKly, can 




nn 

make us say what we don't believe to be true. \^e;f 
write about what we want to and put what.-we 
want on our cover. . 


This is the kind of honest, straightfor¬ 
ward coverage that you can only get 
with an unofficial magazine. We 
understand that our readers come 
first, and we wou!d never, EVER 
betray your trust. 


This is our promise to you, the hardcore 
PlayStation gamer, who deserves nothing less. 
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Need for Speed III; Hot Pursuit 

► nr^. B4 ^ 

are hot on your tail in NFSf/l and you're going to need ail the help 
you can get to ditch the fuzz. That's why we went straight to the game's 
senior producer, Hanno Lem-ke, for the insider strategies! And we scored 
big-time, with howto earn the cars< how to unlock the bonuses, and where 

to find all the shortcuts. 



Videogame Movies 

► pg. 13 ^ 

it's true—your favorite Play¬ 
Station videogames are finafly 
headed for the big screen! Just 
check out the news story in our 
Monitor section to find out which 
game characters you can expect to 
see heading over to Hollywood. 


Gran Turismo 

► pg. 82 

Now this game is deep—you'd better be ready to spend some time honing 
your driving skills. But man, is it ever worth iti To set you on your way, we've 
put together a strategy that covers just about everything—how to drive each 
type of cafj what options to tune, how to win all the cars—even how to take 
those tight comers, Aii you need to do now is grab that checkered flag! 



•iVH 


h just doesnt get any better than this! Tekken 3 
has finally come home to the PlayStation, and 
we've blown this game wide open. Check out 
our extended pr^iew for the latest screens and 
info, and then when you're 
ready, turn to our massive fair- 
moves list to learn the 
mad skiffs you'll need to 

take down Oarei A 









Game Toys! 


^ pg. 59 ^ 

Wo are on the verge of 
toy explosion, but you Ve seen 
before—on your PlayStation! Toy 
manufacturers are looking to cash in 
on the huge videogame market by 
producing figures from your 
favorite videogame titles. 

And guess what? They're 
looking realfy cool! 
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GOOD TO eEE you 
A&m, OTAkUJ! JU5T 
FOLLOW ME TO NfHON, 
ON 24/ 




The latest PlayStation news and uf>to-the-nninute info 


► Feature Story: Kain 2—Zelda Killer?.. pg. 12 

► Yaroze News.... pg. 14 

► Gossip...► PG. 17 

^ Q&A; The Senior Producer of NFS III!.. pg. IB 

^ Checkpoint! Game Release Schedule. . pg.22 

► Nihon Game Otakul... pg.24 


i.^kklL^ i.ka.i.^Ai.Ki.kLM.kik.ki^i.kk i,L^kkkkhkkkkk.kkk^KiLk^kk !ti.i.S. k £ 

We've got loads of great new PlayStation games for you to see. 

If you're half as exerted about the PlayStation as we are, then 
there's no time to spare! Just use the list below to go directly to 
the games you're interested in. G’won, do it! Shoo! Go 'way! 


Akuji.pg. 57 Funky Skunk...pg. 35 



This month's new games, thoroughly tested by PSM experts 



the best dirt on tomorrow’s hottest games 



Bio Freaks.......pg. 48 

Dead or Alive.pg. 30 

Grandstream Saga...pg. 49 

Judge Dredd.pg. 32 

NBA Shootout '98..pg. 32 

I Need for Speed HI.pg.33 

ODT.pg. 56 

Pitfall 3-D.pg. 35 


iteboot.....................I..... 1 . 1 .i.pg* 3t 

Speed Bacer.i......................pg. 34 

Tekken 3.pg. 40,80 

Triple Play '99.pg. 34 

Unholy War, The.pg. 44 

Vigilante 8.pg. 55 

VR Baseball '99. pg. 45 

War Games.pg. 50 


► Tekken 3. 

► The Unholy War. 

► VR Baseball '99. 

► Bio Freaks. 

V Grandstream Saga. 

► War Games.. 

^ X-Men Vs. Street Fighter. 

► Vigilantes. 

► ODT. 


► pg.4D - 

► pg. 44 - 

► pg,45 -■ 

► pg.48 - 
►pg.4E- 

► pg. 50 - 

► PB- 54 - 

► pg. 55 — 

► pg. 5G - 


► Akuji..► pg.57 


elHII 



The latest codes for all you addicts 



^pb.34-* 


You've got questions, we've got answers 

► Link-Up. .......pg. 94 

► Pause...► pg. 05 

► Fan Art.► pg. 93 

► Winners.►pg, IDD 

► Top This!.. ..“^pg. 103 

► PS. ►pg. 103 

► Marketplace.. ►pg. 104 



PG. lUtl ^ 


A sneak-peek at what's gonna be hot for next month 



Powerboat Racing.pg. 31 X-Men Vs. SF.pg. 54 




Memory Card 
Stickers 

► PG. 98b ^ 

Keep those saves organized with 
the coolest card stickers around! 


Legacy of Kain: 
Soul Reaver 

First iDok at tMs 
hot new sequet 


^ pg.l2 ^ 

Our lead news story this month 
focuses on the scorchlhg-hot J 
new sequel to the dassjc 
PlayStation RPG Legacy of Kah 
We recently had a chance to'look in on 
LOK:Soui Reaver, and afthough the 
game is in its earliest stage, we could 
already tell that Crystal Dynamics is 
going to have a serious hit on its hands. 
You just have to check this one out! 
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the graphics m this 
gqme are just 
breathtaking. The 
environments ore 
solid, the animo^ 
Hons super'smoorii, 
and the lighHng is 
some of the best 


we ve ever seem 


These days, daily news is only a click away 
on the Internet. But what you cantget online 
is PSM's exclusive in-depth coverage, with 
more details and extra info. We dig deep to 
find the rea/story behind the headlines. 


Kaifl 2; Zelda Killer? 

ne KPG sequel breaks new 3-D orouii oi tbe nanStatioe 


was dumped into 
the water by Kain. 


he original Legacy of Kaio was the first 
true RPG to be released for the U.S. 
. While many agree that it was an 
game that set a very dark mood, 
there were obviously sonne problems with 
the technology—the game's graphics 
resembled a 16-bit RPG, and it had hor¬ 
ribly long foad times that really tested your patience. Now, Crystal Dynamics is back 
with the sequel to Kain and, what can we say—it's looking to be one of the most 
incredible PlayStation games weVe seen to date! 

Legacy of Kain: Soul Reaver takes place 1,000 years after the first game. Since 
the first adventure, Kain has gone on to rule over the world of Nosgoth with all of 
the vampires under him. You play Raziel one of Kain's former lieutenants who has 
been cast down from glory, and now serves a being known as "The Elder." The 
Elder teaches you that it's not blood that's important, but souls. Thus, you start on 
your new quest for the Elder—in search of souls that you can feed to him. 

This newest incarnation of Kain is in a fully 3-0, hkesoiution (512x240) world that 
is simply stunning. Every location drips atmosphere, and even Raziel is suitably 
creepy and dark—especially when he pulls down his mask to suck out an oppo- 

nents soul. The motion captured anima- 
tions are beautiful, as are all of the effects 
like vertex lighting and atmospheric fog^ 
ging Technologically, Kain 2accomplishes 
feats on the PlayStation that were never 
thought possible before. 

Gameplay will be a cross between the 
RPG gameplay of the first Kain fcomplete 
with a deep and dark storyline) and a 3-D 
platform game. From what we've seen in 
action, Kain 2 will be huge, with a pro¬ 
gression much like Nintendo's Zeida 
games. The world will be huge, but you 
won't be able to access parts of it until you 
have acquired a certain item or ability. 

As Nintendo readies its pride and joy Zelda for another round of competition, Crystal 
Dynamics is getting set to fire a return salvo for the PlayStation with this incredible 
game. From what we've seen so far, Kain 2 could be the game that takes the 
Action/RPG crown in 1998. You can be sure that well have complete coverage on 
this hot title as more information becomes available {check back next issue!). 


Rortel can use 
heort current. Ttiu limited 
crou large chasms. 


to glide an 
him 


This gome easily has the 
besh'loaking 3'D environ- 
mef!ts that we've ever 
seen on the PkiyStotion, 
hofids^wn. 
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' ^ COMPANY; ACT Labs 

release DATE: Out Now 
PRICE; $27.99 


It's become a strange trend that, at the begir> 
ning of every system's lifespan, several 


peripheral companies all race to bring light- 
guns to market—despite a lack of any real 
games for them. The PlayStation suffered 
from this syndrome, as well. However, the 
gun^genre has recently been revitalized— 
courtesy of Namoo's GunCon arid a few high- 
quality shooting games like Time Crisis. Point 




A 


Blank and the upcoming Elementai Gearbolt : ' = 

Act Labs Gunz T is truly a second-generation light 
gun. It has an extremeiv comfortable grip (even for 
those of us with big hands) and jt is balanced just 
about right, mininnizing arm fatigue. It has almost 
every feature you could imagine, inciuding rtiultipfe 
levels of auto reload and GunCon support as welt as 
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ComiDo Soon to a Theatre Near Yoo 





t looks like Hollywood is turning to the videogame responsible for the Morta/K'omdsf movie; the bad news is that it 


industry for inspiration again. Traditionally, games 
have been made based on popular movie licenses— 
these days it's becoming the other way around. With no 
less that five movies in production that are based 
on videogames, we have to ask: is there just a 
shortage of new ideas, or have videogames 
truly gone mainstream? 

First off the bat is the official announce¬ 
ment of an upcoming Tomb Raider film. 

Paramount Pictures has finally dosed a yet 
undisclosed deal with Eidos over the use of 
Lara Croft in a feature film, As of now, Paramount 
is still at the earliest phases of pre-production and 
Is looking for a screenwriter that will be able to 
successfully bring our favorite heroine to the 
big screen. 

Threshold Entertainment has nabbed 
the rights to bring Duke Nukem to 
Hollywood. It has also expressed interest 
in bringing the license to TV and home 
video. The good news about this is that 
Threshold is the same company 


» LJve-acfion Lara? 
ParomcHint b bet¬ 
ting that the Tomh 
Raider license will 
make millions on 
the hig screen* 


was also responsible for its sorry sequel, Mortal Kombat: 
Annihilation. Only time will tell if Threshold will do Duke justice* 
Finally Fox has signed up the rights to do a movie based on 
Activision' s interstate 76 property. The upcoming game 
Vigilante 8, which combines retro funk with fast action, 
is based on this license. No details have leaked on 
this movie at all yet, other than its impending produc¬ 
tion. As reported back in our March, 1998 Issue (Issue 7), 
Fox is also currently making the feature film based on the 
Wing Commander license. Apparently filming has already 
begun at a sound stage in the U,K, 

Other films that are in the works include the upcoming 
Resident Evii movie, Doom, and the CG Final Fantasy 
feature film, As you can see, Hollywood is banking on the 
name recognition of these popular game licenses to 
bring people into the theatres, With big names and 
even larger amounts of money being thrown at these 
projects, it's inevitable that some of them will suc¬ 
ceed, Unfortunately, we have quite a wait to find out 
which ones are actually going to be worth your 
money. In the meantime, be sure to keep 
your eyes on this space for any updates. 


ere are a few other 
notes of interest, in¬ 
cluding the latest up-to- 
the-minute information an 
everything PlayStation. 

EA Sports lias signed golf 
superstar Tiger Woods for its PGA- 
ikensed golf game, coming oui for 
PlayStation this summer. Md info is 
out on how much money was spent 
for the eridorsement, but EA report¬ 
edly has been trying to get it for 
some timB. EA has gone as far as to 
describe the signing as '"A defining 
moment'' In EA spoils history. 

E- ThwcierForCB I/will be ported 
over to the PlayStatioji tins holiday 
.season from the Saturn. This game 
is the latest In the series of high- 
mlensily shooters that enioyed 
great success in the 16 -bll era 

DeveEoper Ion Siorm has 
announced that it will port its 
upcoming PC title the 

PlayStation after it firdsfies witli the 
PC version. However, don't expect 
this RPG, which is an epic in the 
style of Cfirono Ttiggerii^^ ihe SNES, 
to he ready until next year. 

Corttinii«d on page 14 ^ 
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dnnce to pkiy wi^ Hie 

Dual Sihock cwitnill«r hene in the 
States* Why the wait^ Sony? 


fSony Dual Shock Pad To Hit the u.s. 

Let’s let reatrtiriiiiiiinlllle! 

persistent rumor has been that Sony 
eventually bring its Dual Analog pad (with 
its Dual Shock "buzz feedback") to the U.S. The 
Dual Shock pads look similar to the analog con¬ 
trollers in stores now, but they feature two different 
levels of force feedback, along with other added 
details. They work great, but until now no one's 
said a word about potential U.S, plans. 

Well, we finally have some shreds of proof that the controller is indeed conv 
ing to our shores, and possibly much sooner than we thought. The first indication 
is the fact that Sony is letting games tuned for Dual Shock come to the U.S. 
Previously, Sony made companies take the force feedback out of their games for 
U.S. release, perhaps fearing that gamers would be tempted to buy Import con¬ 
trollers. Recently however, reliable sources have told us that both Dead Or Alive 
and Tekken 3 are going to be Dual Shock compatible in the U.S. 

We've also heard that Sony has told some companies that the Dual Shock will 
be headed for U.S. shores in mid April—just in time for Tekken 3 or even Sony's 
Gran Turismo. Sony hasn't made any official announcement as of yet,, but supplies 
of its regular analog controllers have been scarce for the last few months. This 
fact also suggests that Sony might soon be changing to the new style. Our bet is 
that the next month or two will bring a flurry of announcements that various 
games are going to be Dual Shock compatible. If you ask us, it's about time I 



(Hn BiitzKrii!i 

BevelDpers racs to eapitafize oo tite suecess of Kfl Bliti 

f you've gone into any arcades in recent months, you may have noticed 
the large crowds around Midway's newest hit game, NFL Blitz. Already 
planned for a home-conversion due sometime in the third quarter of this yean 
Blitz's hyper-violent, no-penalties depiction of football has garnered a rabid fol¬ 
lowing, Think of it as a football version of NBA Jam. 

However, other companies are hoping to beat Midway to the punch by deliv¬ 
ering the same kind of action first. The first company is Sony, whose game NFL 
Xtreme is a spitting image of Blitz, complete with huge player models, plenty of 
trash-talking, and large amounts of violence. Sony hopes to one-up the competi¬ 
tion by adding in new features, such as season modes and team building. This 
game is due in June, well ahead of Midway's September release date for BIftz. 

The other company involved in this race is Electronic Arts, which supposedly 
also has a new "actlon-footbair' game in development When we called to con¬ 
firm this title's existence, however, EA gave 
us a stern "No comment," 

One thing's for certain, this summer 
the virtual football fields of America will 
feature more fast-action violence than 
ever. We can hardly wail! 

k WL Xtreme promises in'youHbce action ond 
hardcore vioTefice* Tt^ bosiocilly far football 
fans with lot* of og^wsion and litrie potiertce* 



normal lightgun compatibility. The Gun? T also has 
one new' feature not yet seen in-any other gun. This 
new feature allows you to bit the .gun instead of hit¬ 
ting the second fire button. This is a key feature..for 
games, like Time Crisis, in which you can tilt the gun 
to hide .and reload. 

Unfortunately, there is a slight delay between 
whan you tilt the gun and when it responds "on 
:screen. Consequently, for Time Crisis at least, it will 


end up hurting you more than helping you. Luckily, the 
action button is conveniently, located on the back, of 
the gun. You can use this button instead/aind.it works 
great. The Gunz T held up very well with repealed play 
and appeared to be at least as accurate as other light 
guns. In a nice gesture, the Gunz T is also extremely 


back of the TV instead' of into 'your Play Station, ■ for 
maximum convenience. 

Overall, the Gunz T is a well thought out peripheral 
that is compatible with eveiy game on the market. The 
tilting action is really no more than a gimmick for now, 
but it doesn't detract from the gun- in any way. For 
some of you, it might eventually come in handy. 


friendly to those of us with newer model 
PlayStations, The RCA plug (for GunCon support} has 
an extremely long cord,, so-you can plug it into the 
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-^Contfniied from page 13 

Sony, l^amco. and Polygon 
Pictures have joined forces to make 
a totally anirnated CG movie. The 
project has a $60 million budget, 
and it will be usiftg up to 200 digital 
artists. Nothing is known at this 
time about the plot or the actoi's 
involved. Tlie film is set to appear in 
'93 in Ja^tan, but rro details of a US. 
release ore available. 


The Brazilian government has 
banned the sale of the uftra-violent 
game Gmnd Theft Auto in 

the country. Dealers cart be fined as . 
much as $10,000 it nanght with it. 
ASC, GTA's publisher, is ecstatic 
from the publicity this ban will give 
GTA for its upcoming U.S. release. 

Despite what was announced 
earlier Interplay has cancelled the 
conversion of its antisocial driving 
game, Carmeggeddon. to the Play- 
Station in the U.S. In other Interplay 
rtews, its wacky tig liter fighter 
Extreme has also been cancelled; 

The first Academy of Inter¬ 
active Arts and Sciences awards is 
set to ho held at this year's E3 in 
Atlanta. The categories confiimed 
so far include console. PC. online, 
and arcade titles. Many big industry 
names like Microsoft and Sega have 
been confirmed. It is hoped that this 
will become the "Oscars" of (he 
videogame world, 

RASPA, the newly formed 
Russian anti-piracy outfit has tar¬ 
geted the Russian black market fora 
series of raids. Up to 98% of all 
PlayStation games sold in Russia 
are illegal copies, and market 
researchers feel that these anti- 
piracy mEasures could increase the 
Russian game market by as much as 
200% each year. 

Square Soft has announced 
plans to begin self-publishing its 
titles in the U.S, None have been 
ennounced yet. but those titles that 
are early in development at Square 
will probably be the first due to lin¬ 
gering deals with Sony and other 
third-party publishers. 

Robyn Mill an co-creator of 
the hit games Riven and Mysi has 
left Cyan to pursue a career in 
Hollyvuood. His new film company. 

Land of Point, already has two films 

in devElopmeiit —neither of which 
is Wyst-related, 

Capcom has finally decided 
on a third and final name for its 3-D 
Mege Man game due this spring. 
The game is now Mega Mat! 
Legends., and it will hopefiilly keep 
that title until its release.,. 

►- Acclaim has officially killed off 
its arcade division. Thus. PlayStation 
owners can look forward to not seeing 
anymore conversions of games like 
Batman forever: The Arcade Game or 
NBA Extreme. Shucks. mm. 
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Net Yaroze Update 

Your monthly source for the latest Yaroze news and reviews 

elcome to this month's update on everything started as a couple of friends developing a Yaroze game 
Yaroze, Last month, we talked with Mario Wynands, together^ but has now grown into a fufUblown, officialfy- 
the Director/Project Coordinator of Sidhe interactive. Sid he licensed company, Here's part two of our interview. 



PSM: To recap from last issue, tell us 
about the game that you are currently 
working on and what makes it special, 
Mario: Our first title, Chronich, is a third- 
person action/adventure game that will 
be unlike anything seen before. Imagine a 
world of industrial era grit-stone, steel, 
steam, oil-—all rolled into an amaigam of 
the mad, the mystical, the archaic, and 
the downright terrifying. A cold and dark, 
yet intriguing environment through 
which you will guide the most 
unlikeliest of heroes, forced U 
fight for survival through sev¬ 
eral sprawling levels of anar¬ 
chic gaming bliss. 



PSM: Wow! Have you 
signed with or contact¬ 
ed any publishers about 
Chronicle yet? 

Mario: We have not 
signed with a publisher 
yet (we are just starting 
to contact potential pub¬ 
lishers nowL but we are 
confident that we can 
secure a publishing deal 
for this title. I think the 
concept, unique aes¬ 
thetic, and planned fea¬ 
tures of this game will 
make it a sure seller, 
and publishers will rec* 
ognize that Any parties 

interested in publishing this title can con- gines. At this early stage, all of our effort 
tact me at mario@aidhe.co.nz is focused on Chronicle. 

PSM: How long do you think it will be PSM: Since you were all hard-core 
before you have a somewhat playable Yaroze developers before forming 

fpsygnosis Brings a vendena to Playstation 

ColDiiY Wars 2 promises even more of what made the original so great 


k Chronide mov liO>^ like firiP-persm 


may k 

now, but it wilt b« a third-person g^ime. 


version of the game? 

Mario: We have the 
second generation 
of our game engine 
working at the 
moment including 
animation, collision 
detection, elementary 
physics, etc. However, 
there is no game behind it at the moment 
and we would not want to release a 
demo with so little of what we have 
planned implemented, so don't 
expect to see a general release 
playable demo for a while. 

PSM: Do you have any future 
projects in mind at this time? 

Mario: We have several ideas 
we would like to explore. 
Obviously, we want to leverage 
off the technology 
we are creating 
for Chronicle, so 
the easiest ones 
to pursue would 
be those ideas 
that are technical 
ly Bimilar That 
being said, we 
also have some 
intriguing ideas 
which would re¬ 
quire completely 
new game en- 



Sidhe InteractivOi do you want to 
pass along any cool tips concern¬ 
ing game design? 

Mario: I think it is important for 
game software [or in fact, any soft¬ 
ware) to be based on a solid foun¬ 
dation, To accomplish this requires 
planning and careful coding. It is 
important to plan out the game and game 
engine carefully—work out the technical 
requirements of the game and design the 
software components and how they 
relate to accommodate those require^ 
ments before you start coding. 

Assist the development process by 
looking at the bigger picture and not mak¬ 
ing assumptions in your code—develop¬ 
ing generalized code makes it far easier 
to add features and make changes. 
Optimizations can always be made later. 
For those that are interested In breaking 
into commercial PlayStation develop¬ 
ment, the Yaroze progrann is the way to 
go. There have been several examples 
already of Yaroze members who have 
been hired by developers based in part 
on their Yaroze experience, 

PSM: Good words of advice. Thanks 
for your time, Marto. We wish you and 
your company the best of Euck on your 
projects. Hopefully, PSM witl get to 
talk with you again in the near future! 

This concludes our interview. For 
those of you who are further interest¬ 
ed in Sidhe Interactive, you can find 
more info at www.sfdhexo.nz. That's 
it for this month's update, so tune in 
next issue for the latest Yaroze news! 



ast month we announced that Psygnosis was hard at 
work on a sequel to last year's sleeper hit, Colony 
Wars. This month we've got even more information about this 
hot new title. Titled Colony Wars: Codenarne Vendetta, the 
sequel takes place TOO years after the last game. You will play 
the part of a pilot in the Navy (the former enemy) in the midst 
of a giant civil war. This time the story will be more personal, 
with your character learning about many 
of the plots threatening to bring your 
fleet to its knees. 

Technologically, the game looks to 
surpass the original with more effects 
and even more dazzling graphics. You will 
also be able to choose and customize 



A Tbii is a skefth d 
whcit orv of the 
ships you will fly 
will look like. SwmH 
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your ships before each 
mission. Each ship can be upgraded with a 
variety of parts that will make it fly better or 
have greater firepower. You might even be 
able to customize the textures ori your ship! 

Look for the campaign to be even longer than the last game. 
Once again, the decisions you make in each mission will deter¬ 
mine what path the storyline will take. 
Hopefully well be able to bring you a full 
preview in the next month or two. This is 
one title that we are very excited about! 






4 Ttus is an early iKot of one of the new ships 
□dually running In Hw gam#. Wa wani moral 
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Six great hits now for your PlayStation™Game Console! 




RoadBlasters 




EVERYONE 



PldybrntiDM 



Comp^lallon AJari Games Corpora non. Gauntlel, Paperboy and Road Blasiers'“ ar& Irademaf ks oi Atari Gamos Corporal ion. Gaurnttet <§>1985. Marble Madness ©19B4. Paperboy ©t&eS. Road Biasters 

©T9«7 Atari Games Corporaiior^ Alan, Millipede and Crystal Casi» 3 s are Trademarks o1 Alan Corpoiaiaoi-L usod under ticonso. Millipede ^1982, CrysLat Castles ©1983 Atari Corporation Midway is a Irademarit o1 Midway 
Games Jnc. All rights laserined. ConwerlEd by Ligital Eclipse Software Inc- Disiribuied by Midway Home Enteriainmertt Itvc. PlayStalKin and fha PlayStalion logos are fradentarks ol Sony Comput&r Entertainmenl fnc. 





















THE ONLY GAME THAT TOTALLY SATISFIES YOUR NEED FOR SPEED! 


INCLUDES THE ALPHA TEAM TECHNO-MIX AND THE CARTOON’S ORIGINAL OPENING! 


• Leap short distances using the Mach 5’s auto-jacks. -Activate the Mach 5's deflector and periscope to race underwater. ^ 

•Powerful rotary saws slash and cut a forest-full of trees. 'Try to find Racer X’s Shooting Star, The GRX (“World's Fastest Car"), and more! 




JALECa 


COITENT RAttD &‘V 






ENTERPRISES INC All R.Ohts ReserveO. SPEED RACER ij a Tratfemark erf SPEED RACER ENTERPRISES, INC, and is usea jr^aer iioenBe. ^ 

PlayStahon and Itie PlayStation logos aie trademarks of Sony Compuier Entertairmnent Inc. The raUrigs icoo is a trademark ol ihe interaclive Digital Software Assoctahon. 
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You want more than just the latest headlines—you want the dirt, 
the inside scoop on what's really going on with the PlayStation. 
Look no further, because PSM always has its ear to the wall.... 


ntarin Sn 
IiSttaen 



estwood is considering porting 
its forthcoming Ci&C title. C&C: 
Tiberium Sun, to the PlayStation. Ac¬ 
cording to sources inside Westwood. 
"There are definite technical considera¬ 
tions in bringing Tiberium Sun to the 
PlayStation, However, if it setls well 
enough on the PC. well find a way to get 
it done on the PlayStation." 

The game makes use of voxels for 
both the landscape and the units. Voxels 
are 3-D pixels that require some serious 
computational power to handle properly. 
They don't fit well within the scope of the 
PlayStation's traditional polygon engine. 



A pc garner m Commartehe voxels, 
but cart Hie PlayStatiafi handht them? 


Metal tear Solid at E3 



t press time, a fully playable version of 
Konami's Metal Gear Solid was 
rumored to be ready for the March Tokyo Game 
Show. This would mark the first opportunity for 
the press and public to ptay the game, Metal 
Gear Solid is arguably the most eagerly antici¬ 
pated PlayStation title of 1998 and was consid¬ 


ered by many to "Game of 
Show" at fast year's E3 
(despite the fact it wasn't 
even playable). If the game is 
actually at the Tokyo show, 
you can count on the full 
scoop in next month's issue! 



A Meta/ Gear Solid is supposed to have 
been ready the press and public at the 
Tokyo Gome Show—we can't waiti 


Just Bust a Mur! 

|— nix is supposedly going to bring Bust A Move, 
the rhythm and dance game, to the U.S. 
White the game currently features loads of J-pop 
(Japanese pop music), Enix is likely to switch the music 
to something a bit more "local" for the U.S, release. 
Sources close to the company have indicated that it is 
speaking to a number of dance and techno bands 
regarding this opportunity. Rumors say Enix is trying to 
get the game out in the U.S. by Christmas. 



Tb A iMovb— the next Pounoppa? 


" ^er Own eanie 


ccording to sources close to the 
project, Eldos is in fact develop¬ 
ing another Tomb Raider gams, tentative¬ 
ly named The Adventures of Lara Croft. 
Presumably, Lara's adventures will lake 
place after the ending of Tomb Raider //, 
although nothing has been confirmed yet. 


When we talked with Eidos about the 
Lara Croft game, the reps were certainly 
shocked ar^d accidentally gave away 
more than they realized. "1 don't know 
how you found out about that/' sput¬ 
tered a representative, "but we can't con¬ 
firm that at this time," 




A Lpra $haulcf be getfing ready 
far her next adventures by now. 



umor has it that the 
arcade fighter devel¬ 
oped by Namco and Square. 
Ehrgeiz, is coming home to 
PlayStation—and sooner than 
anyone would have imagined! 
Sources close to Dream Fac¬ 
tory (the division of Square 
responsible for development) 
have indicated that a Play¬ 
Station release could happen in 
Japan as soon as this Christ¬ 
mas. The game is expected to 
be dramatically stripped down, 
but the gameplay is said to 
remain unchanged. 





A Fram the early oeekf that we've had at this 
game in the arcodes, we con enly say "wowl" 
A PJayStation conversion only seems noturat 
Considering the camiKinies involved and Iheir 
past hisiory of bringing top-notch coin-ops 
name to our favorite 32 -bit console. 


Tun Much Iwisted Metal? 


ingleTrac is allegedly 
planning a new game in 
the genre inspired by the original 
Twisted Metal Sony maintains 
the rights to the name Twisted 
Metal and the name of the new 
project IS not yet known. There 
are concerns that with the addi¬ 
tion of this title, the vehicular 
combat genre will become overly 
crowded. Activision's Vigilante 8 
and Sony's Twisted Metai 3 are 
already vying for the same con¬ 
sumer dollar, soon to be joined by 
this new title. Someone could well 
come back broke on this deal... 



A Sure, we all lave blowing stuff up and ram¬ 
ming cars together, but how long will this sim< 
pJe rarmulo hold gomers' interest? This genre 
could be in serious need of new ideas. 
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Kanno Lemke is not only the Senior Pro 


ducer of Need FiorSpeedSr ^ also been 
invofyed with the ihanchise since its begni- 


Lemke has been ihvohfed with dozens of 


driving games, as far back as the origihai 
Tesf Drive for the Commodore 64. Hanno 


pmduct to have a word urith f^lVI 


PSM: To start off, what exactly do 
you do for the Need for Speed 3 
team? What is your title? 

HL My title is Senior Producer of the 
franchise. So I am responsible from a 
business standpoint for Need for 
Speed on all platforms. That includes 
all of the ones we've done in the past 
starting with the 3D0 version, and all 
the ones we are doing now—the PC 
and other versions that we are doing. 
So, at the business standpoint I sort of 
manage the licenses and the business 
of the franchise. Tm also part of the 
design team. I'm an exclusive design* 
er, but I am responsible for the high 
concept of the game.,.which cars are 
going to the games this year and that 
kind of thing. I am also responsible for 
the game development, so I fill up the 
courses, I look at the milestones, I give 
feedback to the team. I do a lot with 
tuning, In this game, I spent a lot of 
time tuning the cars up. 

I am a real car nut, so t am probably 
one of the more adamant production 
people in our group...I'm really picky 
about how the cars handle. I want there 
to be subtleties between all the cars 
that you can notice. It you're driving a 
Ferrari, 1 want it to feel differently than If 
you're driving a Lamborghini. 

PSM: Have you had a hand in every 
Need for Speed EA has done? 

HL: Yeah. That was a starter franchise. I 
was coproducing with who at that time 
was the owner of the company, 

PSM; What was your goal when you 
set out to create a third sequel? Lm 
sure you sat down before you start¬ 
ed the game and said OX., this ts 
what we want to do. What would 
that be, your singular goal? 

HL: We sat down and took a look at the 
history of the franchise and sort of how 
It has unfolded. We took a look back to 
the roots. What was Need for Speed all 
about? Why did we create this fran¬ 
chise? Frankly, it came as an inspiration 
from Tesf Drive, which wasn't our game 


as a publisher back then, but it was our 
inspiration, our design, We sort of 
fathered that, that type of technology, 
that kind of game play. What is it about 
this game that has been fun in the past? 
The police were fun. The consequence 



A When EA aiked whdf people warl^ed to nee 
in rite popular consensui clearly called for 

more high'inteniity police chases. 


of the law is fun. The speed of the cars 
is fun. The dynamic models, the colli¬ 
sions have been fun. We sort of 
reduced the focus on Need for Speed 2 
on those elements. We sat down and 
said what was good from the past and 
then where do we need to be, so when 
we publish this game we are actually, 
technology-wise, weTe at the top. 
We're not sort of delivering something 
in the middle. 

And how do we combine those two 
objectives? The technology had to 
exceed peoples' expectations. So I think 
the lighting models in the game, the 
way light is cast, all that dynamic stuff, 
the shadows, the interactive audic^the 
soundtrack is interactive, as well as the 


sound effects, based on where you are 
on the track. I think all of that is definite¬ 
ly leading-edge. And we succeeded on 
that front. I think also we brought back 
some of the neat design features from 
past products. We've heard people 


TfHlN+< VDU CflN 
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YOU STICK TO OCI1NG 
□ NB T-HING FIS 
D-PFaSBO TO nriFIKlNG 
-R FBODUCT TKFIT 
SFFIN5 mOTO-RCYCLES, 
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through our website, we have quite an 
active discussion board, They've said, 
"Guys, bring back the cops. ITs really 
important to us. Bring back the old kind 
of physics, the handling that we used to 
like in Need for Speed h Bring back 
some of these elements, bring back 
cars that we've heard of. It's neat that it 
is there, but we've never heard of iT and 
we don't care if it goes 219 miles an 
hour, we want to have something we 
can identify with." 

PSM: What made you decide to 
expand the whole cop pursuht thing? 

HL: O.K, Two things. We had police in 


consequences, basically. And in Need 
for Speed 2 we had a different focus. 
We wanted to have a loop track, exotic 
cars, the fast. We didn't want to have 
the gamepiay be interjected with 
police, and at that point, especially at 
that implementation, we didn't want to 
have just one policeman pull you over 
and get in the way. 

So, in Need for Speed 3 vje decided 
to stop and focus on this important fea¬ 
ture and actually turn it into a viable 
game mode that could stand on its 
own* Different goals, different objec¬ 
tives, different skills you have to learn 
to win it and turn it in to something real 
as opposed as to tacking it on as an 
option. In Need for Speed 2, it would 
have been an option, and in Need for 
Speed 3 we decided to take the time 
and make it a mode. 

PSM: Do you drive fast in real life? If 
so, do you get pulled over often? 

HL: I drive fast. I don't want a sports car 
anymore, 1 own a Cherokee, so I am 
more interested in a recreational 
lifestyle than I am the exotic car speed¬ 
ster, I have been pulled over in my day. 

PSM: How fast were you going? And 
what kind of car were you driving? 

HL: Probably about a hundred miles an 
hour in a forty mile an hour zone. It was 
actually in a friend's car. It was in a 
Camero. A 628. So, that wasn't cool. 

PSM: From the first test drive to 
Need for Speed 3, where do you 
think the driving genre is going? 

HL: I think we've got the strain of peo¬ 
ple who like the new simulators and I 
think we've got a strain that likes the 
arcade games. And 1 think that's 
going to continue. Need for Speed 
has sort of stepped in both 
camps In that we've provided an 
arcade mode which is fast, fun, 
sort of an arcade mode that kids 
are used to from playing other 
titles. We've also preserved 
from the heritage of that— 


Need for Speed 7 and we felt that was 
an exciting addition of real 



enthusiasl. Wofkkg out the subtie handling detaib betwoen the different care was one of hi» specific priorities- 
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what's it really like te drive a Ferrari? 
Hqw does it feel? What are the sub¬ 
tleties of the car in the physics model? I 
think those two camps will stay going 
forward. Need for Speed f\gUt now does 
have a foot in both of those areas, and 
we might actually branch off and tr/ two 
different products under the same fran- 
chise-^ne specifically focused more 
back onto the realistic, simulated aspect 
and the other taking this kind of arcade 
thing to the ne>:t level, with the colli¬ 
sions, smash-ups, expJosions...the 
Hollywood special effects. Really crazy, 
wacky stuff that perhaps isn't possible 
with the current model 

PSM: So the future of the series 
might be two different Need for 
Speeds—an arcade and a sim? 

HL Yeah. And right now we've pub¬ 
lished, with a license with Infogram, V- 
fla/V underneath the Speed name. 
Need for Speed has been a product in 
the past. Need for Speed in the future is 
going to be a franchise—a product line 
that's going to basically imply fast, excit¬ 
ing, fun vehicles. The vehicles can be 
anything. Right now they are exotic 
cars, and they have been for the past 
three products, we think that is a very 
mass market thing. We are certainly 
interested in moving into other areas, 
other kinds of vehicles. So nothing is 
really being deleted from the list of pos¬ 
sibilities, but spectficaily it is going to be 
more product—multiple products with 
different focuses. I think you can do a 
better job if you stick to doing one thing 
as opposed to making a product that 
spans motorcycles, cars, arcades, sal¬ 
mon, all that kind of business. 


So those are all good things about it. But 
I think Need for Speed 3 is a different 
kind of a product. And I think both of the 
products can coexist. 

PSM: The general reaction to Need 
for Speed 2 probably wasn't as posi¬ 
tive as you'd hoped. What happened 
with that title? 


HL: Yeah, You know, Heed for Speed 
2, it wasn't as successful as we'd 



A The developers really wonted to extract ifie 
PlayStation^ full technology potential for Need 
For Speed J. You con reolfy 5« the results m 
defotU like the beautiful light^sourcing. 


hoped. Although there was a definite 
incremental upgrade from Need for 
Speed J in terms of the technology, I 
think the upgrade wasn't consistent 
with market expectations. People were 
hoping for a lot of special effects, a lot 
of polish, a lot of glitzy, neat tech¬ 
niques that I think Need for Speed 2 
didn't quite measure up to, to that 
level of technology expectation, 

PSM: What obstacles have you come 
across in the development of this lat¬ 
est entry to the series? 


PSM: What's your opinion of Gran 
Turismo, and how does it effect the 
release of Need for Speed 3? 

HLr Good question. I think Gran Tur- 
ismo is an excellent product: I think it is 
a very well defined and very well 
focused product For what it does, it's 
very deep, but it's deep vertically. So 
what that basically means is that it fea¬ 
tures the experience of driving from the 
lowest level of consumer cars, up 
through the ranks, to the highest level 
of consumer cars. It focuses all of its 
game pi ay on learning how the cars 
drive, earning the rights to drive better 
cars, and tuning your cars up. And they 
did a fantastic job of that. I think its 
physics model is outstanding. I think it 
is really fun to play, once you learn it Id 
say the learning curve is a little steeper 
than most products, but you can sort of 
feel the dynamics of the cars. They've 
done a great job with that. I think the 
cars look fantastic in replay. 


HL: You know, the obstacles that have 
been the most challenging for us have 
been at the technology level Obviously 
the PlayStation hasn't changed, the 
chipsets are the same as they always 
have been. We've had to get a lot more 
dever in how we design our technology, 
to give more graphics through the same 
processor that's always been there* So 
the challenge has been to get a good 
framerate, and still we've got more 
polys than last year. We've got reflec¬ 
tion maps, which causes us to draw 
several times on the cars, we've got 
better texture maps, we've gotten light¬ 
ing in the world to calculate, and all of 
these things come at a cost. Yet we've 
still improved our framerate from last 
year by 50%. So that was big, the tech¬ 
nical challenge in the game. 

PSM: What do you think the Play¬ 
Station's strengths are? 

HL: We are in a changing climate, right. 


and initially when we worked on 
PlayStation it was very exciting. The 
PlayStation is an excellent system, 
especially for the cost. And so,! think its 
strengths are the fact that it's a CD- 
based platform over that Nintendo stuff. 
If you work hard, and you work smart, 
you can get 30 frames out of this thing. 
So 1 am very impressed with the tech¬ 
nology. Having said that, obviously, with 
Voodoo II and other kinds of PC boards 
coming out that are a totally different 


“n-e-ed -for B-peep 

IN THE FUTURE 15 
GOINS TO SE -H 
FRANCHISE—A 
FAQDUCT LINE 
THAT'S GOING TO 
SA51CALLY imFLY 
FA5T( EXCITING, 
FUN VEHICLES.'^ 


kind of hardware, we are very excited to 

get on that stuff as well Because at the 
bottom line, what I'm really interested in 
is presenting the most realistic, fun 
experience to the consumer, and I'll use 
whatever medium I can do it in. 

PSM: How dose does Need for 
Speed 3 come to maxing out the 
PlayStation's potential? 

HL: As far as technology goes, we have 
tweaked and tweaked, and we've used 
the performance analyzer that Sony pro¬ 
vides to all the developers now to go in 
and literally hand-tune and tweak every¬ 
thing. So I'd say we are extracting the 
full potential of the Sony PlayStation. 

PSM: All right... 

HL: That doesn't mean that we can't get 
exciting sequels, I think we can bring 
new innovate features from a technolo¬ 
gy standpoint that will be astounding to 
people, which are different from 3, but I 
think Need for Speed 3 did a pretty good 
job of maxing it out. 

PSM: How much of the original Need 
for Speed engine has been used in 
this latest version? 

HL: From Mo 2 we did a big technology 
graphics rendering update. But we have 
preserved the (original) physics model, 
which was quite well acclaimed by peo¬ 
ple, in terms of the collisions and the 
dynamics of the vehicles. So we've 
taken that and some of that code still 


exists. But we upgraded substantially 
throughout the years. The fundamentals 
are the same in how we approached 
track design, but the actual rendering 
engine has been optimized specifically 
for PlayStation, We just cranked out up 
to 30 frames a second, and actually 
beyond 30 frames—although we log it 
at 30, keeping consistent. WeVe really 
gone through things like the special 
effects for lighting, the light flares, the 
spray off the tires, the weather effects, 
lighting, thunder, sparks—all that kind of 
stuff we just spent a lot of time on this 
year Really polishing up that part of the 
rendering engine, 

PSM: Do you still think there is 
untapped power in the PlayStation 
that you haven't touched yet with 
Need for Speed 3? 

HL: Although we Ve come close to max¬ 
ing out. I bet you there are some tricks 
in there, f know there's little tricks in 
there that we'll learn and will become 
available to us. So, I would say give it 
some more time, We'll crank some 
more out of the PlayStation for sure. 

PSM: Do you have a favorite track? 

HL: I hate to say this, but I love ail the 
tracks. One of my favorite tracks is 
Rocky Path, in the Alpine Tracks, Rocky 
Path and its big brother, The Summit. 

PSM: Why is that? 

HL: Just because I'm a real fan of the 
original Need for Speed. We live in 
Vancouver. The initial Alpine trails are 
modeled after a stretch of road that's 
between Vancouver an=d Whistler, 
which is a ski resort, and it's all moun¬ 
tain driving. The challenges of the 
curve, the speed of the downhill, all 
that kind of stuff. I'm more into the 
technical racing. 

PSM: Now, have you started any¬ 
thing on Need for Speed 4 yet? 

HL; At this point, I can't give you the 
juicy secret. Not just because she's [EA 
PR woman] sitting here, but frankly 
because we're really focusing on Need 
for Speed 3 for the PC and the PlaySta¬ 
tion. We are spending a lot of time man¬ 
aging that from a design and a technoF 
ogy standpoint. So, we thought about 4, 
but I don't want to be predictable and 
say there is going to be a 4 right now, 
because it might take, like I said before, 
it might take a different path. We're not 
sure exactly what path 4's going to take. 
And all I can tell you is that it 
is going to be innovative and 
new and fresh, 
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Eight Battle-Anvwhere, Fully Destructible Arenas 
Eight Character^Based Muscle Cars, Trucks and More 
Over-the'^Top Weapons and Attack Moves 
Unprecedented 3-D Graphics and Effects 
Two-Player Split-Screen Auto Combat 
Behind-the-Wheel or Behind-the-Car Views 
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We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It's still 
fun to look forward, though! 





(For Fehmaiy) 

^ R£2 sriD ol the lop 
of the hflcqk Can unyllilMg 
stop this juggeniouf? 


February was a good monti for Electronics Boutique, with Resident 
Evil 2 feeding the way in PlayStation games sales. Even the much- 
anticipated Final Fantasy Tactics ms unable to dethrone the 
reigning best seller. 


1 ^ Resident Evil 2 

2 ► FF Tactics - Square's strategy game starts strong 

3 ► WCW Nitro - WCW holds its own for yet another month 

4 ^ March Madness '93 - EA scores with college hoops 

5 ^ NBA Live '98 - This one will always sell in hoops season 
8 ► Alundra - RPG fans have another winner 

7 ► Tomb Raider II - Lara hangs on with monster coimpetftion 

8 ► Nascar '98 - Racing fans just can't get enough 

9 ► Cool Boarders 2 - Snowboarding shows staying power 



NPO 

Chart 

(Far January) 

4 "\ iokf we're ol out of 
JtesidiBrtf EVif 2S New turn 
oreurtd ond wdk ouH'^ 


Every month, MPD (a market research company) surveys a host of 
retailers to find out what games are selling well. Ift no shock to 
anybody that Resident fv/'/2chewed up the sates charts irt January 
despite its end-of-the-month release. 


1 ^ Resident Evil 2 

2 ► WCW Nitro - Wrestling fans just love this title 

3 h Crash Bandicoot 2 - Its all about the Crash dance! 

4 ► Tomb Raider ll ■ Enjoying another month of strong sales 

5 ► Crash Bandicoot - A price drop propels it into the top 10 

: 6 ► NFL GameDay '98 - The Super Bowl keeps interest high 

7 ► NBA Live '98 - EAs top PlayStatfon hit 

8 ► Nascar '98 - Driving sims are enjoying strong popularity 

9 ► Jet Moto - Bargain pricing brings this one to the fonefront 

10 ► Jet Moto 2- Fans of the original had to get this one. tool 


fi!i lOi kist naonil, 
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SECfiNfl QIURIIR GAMES 

Acclaim . .Action/Adventure,., Betman & Robin 

Acclaim ... Racing .. .....Jeremy McGrath 

Supercross '83 

ASC ... Action.. ... Grand Theft Auto 

Atius ... .Strategy ..... Tactics Ogre 

Capcom ... RPG . Breath of Fire 111 

E tdos .... . . Action/Adve nture ........ .Deathtrap 

Dungeon 


Interplay .. 

Interplay 

...Action/Platform . 

...Boat Racing .. 

Wild 9 
..VR Sports 

Namco.. ... 

...Fighting ____ 

Powerboat Racing 
...Tekken 3 

Namco .... 

...Lightgun ... 

...Point Blank 

Psygnosis. 

..Shooter,.,.. ... 

...Blast Radius 

Sany CEA .. 

...Action/Piatform,. . 

...Blasto 

Sony CEA . 

...Baseball .... 

...MLB ’99 

Toy HQ .. 

...Action ... 

,„fiug Rats 

Working Designs... 

...Light Gun,.,. . 

...Elemental 



Goarbolt 


Activision .. 

. ftacIng/Combat....,, 

.......Vigilantes 

ASCII . 

.Billiards . 

, Carom Shot 

Caucom.. 


Muqa ivfan 




Capcom .. 

.,„.Fighting ... 

,.X-Men Vs. Street 



Fighter EX 

Eidos. 

.....Action ...«... 

..Ninja 

Fox Interactive 

,,.,.Actl 0 n/PLL 2 ilB.... .. 

..X-Files 

Fox Interactive 

. Sports .. 

./'Fox Sports" 

Inierplay... 

. Racing/Ccftibat... . 

..Crime Killer 

Intarplay.. .. 

. Sports. .. 

..VR Baseball '89 

Konami.. 

. m __ 

..Azure Dreams 

MGM Interactive 

.Strategy...... 

,.Wargarnes 


..FiqhlT^c. 


Sony CEA. 

.....Golf..... .. 

,.Hoi Shots Golf 

Sony CEA ... 

. Racing ... 

..Gran Turismo 

Sony CEA. 

. Shooter, .. 

..Einhander 


Accolade .. 

...Baseball .... 

.....Hardball 0 

Activision .. 

..Action/Shooter. 

......Apocalypse 

EA,., ... 

...Racing .. 

......Motoracer Z 



, Msn 

Fox Interactive ....... 

...1st Person Shooter. 

.Alien Resurrection 

Fox Interactive . 

...Racing.. 

. .RC Racing 

Midway ____ 

...Fighting . 

. Mortal Kombat 4 

Mrdway .... 

...Racing ... 

.Off-Road 

Psygnosis....... .. 

...Action/Platform...... 

Challenge 
. Psybadek 


; Sony CEA . ......Fighting . ,...Cardinal Syn 

I THQ .. ^..Fishing .... ...Bass Masters 

I Classic Tourn¬ 

ament Edition 


Acdaim .. Simuiatson .. Constructor 

Atius . . . .....RPG/SUategy . Rebus 


EA , ...Srr3i;agV-. . prr'-iJiCL-' Th'^d 

Coni 1:1 

Interplay.,. .. Action/Ad venture.,., .....Heart of Darkness 

- A ■ I: ' [■ i •- c ti or/ A;jvpr n i ro . )■ i C-'”; E i ’ t 

.AUVfi:nF.t;r'.1 . .EifiC 


THIRO OUARIIR GAMES 

Acclaim .... Wrestling .... WWF '98 

WarZone 

Fok Interactive . ...Racing ... .Nitrous Oxide 

I nterpiay ... RacIng/Ac lion .. . . Carmegeddon 

Koei . Strategy . Romance of the 

Three Kingdoms V 

Midway . . . . . Fighting .... Bio FR.E.A.K.S. 

Sony CEA .... AcTion/Platform ,,.... ,.Tomba! 

Acclaim . Action . .....Shadowman 

Crystal Oynamics . Combat Strategy .. The Unholy War 

Fox Interactive . 1st Person Shooter . Aliens vs. 


Predator 

Psygnosis ... Strategy ... Sentinel 2 


■"ur- 


- 
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\ Working Designs „.,„RPG, .... ..........Lunar: Silver Star 

5 Story Complete 


'.f V S *'5 <■ U V '' d ll r? C *5 

Konami . 

MGM Interactive. 

iVTdV'^^v 

.3-0 Aciiijfh'TIr^ri'iirrn 

. A:tlon/Ad venture..., 

. Action/Sirategy . 

FcorbaJ . 

’te ‘-Irr.iirJi^s: 

. Metal Gear Solid 

. Return Fire El 

. I'.iFLaiiu 




Accolade . . . 

.Action/Strategy. 

. StarCon 

Atius . . .. 

.....Strategy/RPG . 

. Rebus 


. Zelhs-irks .. 

Mnnkf?/ ^gv 

Capcom ............... 

. fighting.,,. ... 

. Pocket Fighter 

......Rival Schools: 

Capcom 

.finhting... 

Capcom. 

.Rghting.. 

Uruled By Fate 
......Vampire Saviour 

Hesboro. 

.Board Game,... 

......Risk 

Interplay .. 

t.i , 

f- 'j Fj * ; 

platform..,,. . 

Ac!'oi'Athr'iGiRr 

.....Messiah 

Playmates .. 

TFIQ..... . 

. Action ... 

.,...J\ction/Ad venture.,. 

Teenage Mutant 
Ninja Turtles 3-D 
. . Dead Lfnity 

3DO/Cyclone. 

.uActioJi/Stretegy. 

.Army IVten 



Gamewatch: 


Publisher GT Interactive and Developer Oddworid 
Inhabitants have paired together once again for the 
second chapter in the Oddworid series. This lime 
around, you can control several different Mudokors 
at once, and youTI need to get them to work togeth¬ 
er to solve the game's many new puzzles. Look for 
this one to hit sometime in the fourth quarter, just 
before the holidays at the latest. 


irifiv 
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HiBimi QmuniR games 

Acti^/tsion . Mech Combat...,...Heavy Gear 

Crystal Dynamics .,.,..3-0 Aetion/Adv...Legacy of Kain: 

Sooi fleaver 

Psygnosis......Golf ... ......Pro IS World Open 

Psygnosis .. Shooter .. Respect Inc. 

TH Q.. .. Racing/Com bat .. .SpeedTribes 

Virgin .... Fighting . . ... Thrill Kill 


Eidos .-. 

.....Racmg .. . 

.A "Formula One'* 

Game 

Elactronjc Arts ..... 

.Action.,,.,.... 

. Shockwave 2 

Electronic Arts..... 

.Actlon/Strategy. 

......Dungeon Keeper 

Electronic Arts. 

„ „. Aclventu ro/Space Sim. .Wi np CDmfnancter 

Electro nic Arts 

. Sports.. ... 

.Shred fest 

GameTek ... 

.....Sports ... 

..,.„6T Football 

GT Interactive. 

. Action/Strategy . 

. Rebel Moon 

GT Interactive. 

.Platform.... 

. Oddworld 2 

GT Interactive. 

.Platform/S hooter,... 

,...„Duke Nukem: A 


ASC . Action/Shooter ........Dead in 

the Water 

ASC. . . . Racing ... Jeff Gordon 

Racing 

Psygnosis . . .. Strategy/S hooter,. . ODT 

Fox Interactive . 3-D Action......Croc II 

Cycione,. .. ..Shooter/Strategy __ Uprising X 

E i dos...Action/Adventu re..Advenru res of 

Lara Croft 

Electronic Arts .Action/Shooter. . .....Mech X 

Hasboro..Board Game.....Battisship 

Hasboro.Game Show.....Jeopardy 

Hasboro.Game Show.Wh&ol of Fortune 

Konami ... Soccer. .... I ntefnattona I 

Superstar Soccer 

Mamco... ... RPG .. ....Tales of Destiny 


Psygncsis . Action . ....Psytiadek 

Psygnosis . Shooter .... Colony Wars: 

Vendetta 

Tecmo . Football ... Tecmo Deceptiofs il 

Tecmo . Horse Racing . Gallop Racer IJ 

GAMEG EBB IBBB 

ASC ....... Actiort/Platform . Jommy Thunder 

Namco .. Light Gun .. „..Tlme Crisis II 

Tecmo . Footbai I . . .. . .. Tec mo 

Superbowl 2 


Time To Kill 


Interplay .. 

,.Actton/Piatform . 

..Earthworm Jim 3-D 

Interplay,... ... 

..Actioo/Fighting .. 

.,.Swiv3-D 

Interplay ... 

..Fighting.... .. 

... Rave-Fighting 

Interplay ... 

..Space Simulation .. 

...Star Trek; Staff leet 



Academy 

JVC 

n? , .... 

...Raw Pursuit 

JVC..... ... 

..Flight Sim .. 

H., Deadly Skies 

Konami. 

..RPG... 

...Suikoden II 

Konami.. 

..Soccer . . 

...Goal Storm '98 

MGM Interactive ... 

..Action/RPG . 

...Maximum Gauge 

Namca.. ... 

„3-0 Platform .. 

...PacMan: Ghost 



Zorte 

Namco..... 

..Fighting. 

...Ergheiz 

Phillips Interactive . 

V7 

...Demon River 

Phillips Interactive. 

m 

...Down in the 



Dumps 

Phillips Interactive. 

.. 

...□ad 

Playmates.. 

..Strategy/Action..., . 

...Covert Wars 

Shiny . . , 

Action/Shooter.. 

..MDK 2 

Shiny. 

Arrpfang Simulalinfr . 

..RC, Copter 

Sony ... 

..1st Person Shooter,.,. 

Legion 

Sony . 

..Action.. .. . 

...Twisted Metal 3 

Sony . 

..Sports... 

.NFL Extreme 

Square. 

..RPG . 

...Xenogears 

Square ... 

. . ... 

...Chocobtj De Battle 

Square.. 

,.RPG . . . 

...Final Fantasy VIII 

Square.,.,. 

..RPG. 

...Parasite Eve 

Tecmo.. 

..Soccer... 

...World Cup Soccer 

Viacom .. 

777 

...Aeon Flux 

Zombie ... 

..Action/Simulatiort,... 

...SpecOps 

3D0. 

...Baseball... 

...High Heat 


IB BE ANNOBNCEB 

Acclaim ... .??? . . .. ...Pegasus Prime 

Accolade . Solf . .Jaci^ IMIcklaus 

Golf '% 

Accola de ... Racing/Acti on . Red line 

Accolade . Sports .Legends 

Football '93 

Activision - .........RPG .... ...Zork Memesis 

Amar. Laser Games,...??? . . . .. Shining Sword 

Ascii .. ..Sim/Adventure... . .....Aqua Prophecy 

Capcom . . . . Fighting... Star Gladiators li 

Capcom . . .. ...Fighting . ....Street Fighter EX 2 

Capcom . ...Fighting ...Street Fighter III 



Nvxt menffi you 
can i^jcpbct some 
cool now 
Oeor Sol»f info, 
^cQuse well be 
pfoying it aif to 
hefi ot itie Tokyo 
Ornne Sliowl 


A 



At press time, no official announcements have been 
made about bringing fenoiiD to the U.S. However, 
there are three really good reasons why we witf see 
this game come oven 1) It has the same style of ''spy 
action" that has everyone so excited about MbibI 
Gear Solid; 2) Sony publishes the game in Japan, so 
it would be easy for the company to just bring it over 
itself; and 3) Everybody loves ninjas! 


Gamewatch: 








The Metaf GHir bim pirt can't gel an/ 
big^ than it alra^ is hero at the 
dive. isp«b1ly since we've been 
playing » miKn JvKhu, which fea- 
twes fhe same sneaky, espkmage- 
type Qd»n. Waiting b just sa hardi 


It isn't often that an imilatian turns out 
to E» even better than the real thingl 
Forget FtvfstedTMetof lSi2 —Vi^gfikxnre S 
is the new benchmark in cor coinbat 
gonies, You just can't beat bdng able to 
drD|? an ovaEanehe on soinel»dyl 


?► 

We just can't get enough of this coot 
iiKle piatfariti«ft 5ure it's okJ^schoal 
odwn oli the way, but thei^ what 
RKikes ft » cod to gvys like ui, who 
fonciy rernember ckuslcs Eke flJonic 
CwiwKinftp and Ghmfcs A Gob/fns. 


Several publishers are CMtenlly c«nf- 
tng Fnix for the rights to bring this hot 
title heme to the good o1' U.S. of A., so 
chances are high that we'll hove otir 
own engiish'kin^age copy before too 
long. Keep those fbgen cnos^l 


1D»^ 

So far we haven't heard anything 
regarding who nruM b«ng this one to 
the U.S., or even a it wifi happm. But 
d this game doesn't come over, ft will 
be a travesty on par with ^uare^ 
dedsion not la port over Tohat 2* 


We just got our first hands-on peek of 
this gamo/ oid it left uis d^nng for 
morel {No pun intended.} tf this 
turns out as good os we think 
when h hht in October, then 


the lowdown on this sequel 
Psygnosu std trip, and man 
Mjndlwtl We've been dream^ 
sequd smce vre finished the 
so we're fotcdly hyped. 


Ihlle surprised to ^ info 
after the IttSt 


We're reaBy curious fo see how the 
PfaySkrKon venkm of fAK4 turns out. 
h will be interesting to see how good 
the grqphia and cMracters look, and 
we're just as eager to see what gome^ 
pl^ chonges might be made. 


This super-intense shooter has gotten 
our ottenlian In a big way. reminis¬ 
cent of the classic game Tempest, so 
you know that our man Bbke "Classic 
GanDes" Fischer is gonna be all over H. 
Plus, ifs got loads ol fast shootler oction. 


nriflY 





























































































































































onnichi wa! I hope you liked 
my list of fighting termis last 
issue. This month, I thought I'd give you 
some action verbs for when you're 
ing all of those action games, I also 
my May pick of the month — Paranoia 
Scapo. Do you like fighting eyes, cooks, 
dark messiahs, or stolen songs? We've 
got that too! Hajimomashoulll 


HiUiig Ejes 

B ightmg Pyes is the latest Dual Shock- 
compatible fighting title from Solan, 
and it's scheduled to be released sometime 
this year Unlike most fighters, you don't have 
to memorize a bunch of preset moves—you 
just play around with the four buttons and con¬ 
trol pad to 
perform vari¬ 
ous attacks I 


^ Randys 
skills rri 
combat 
martial arts 
ore no [oke! 


B SSUUI How are my fellow otaku? Tm glad you 
could slop by to get your monthly low-down on 
what's up with the Japanese PlayStation scene. For 
those of you who have been trying to get a hold of more 
information regarding Enix's Dragon Quest W/—WE'VE 
GOT ITI!! We bring you an Interview with none other 
than the creator of the Dragor} Quest series, Yuuji Hohi. 
Plus, for everyone who hasn't heard yet, Sony is releas¬ 
ing a Tamagotchi-like PDA (Personal Digital Assistant)! 
And for all of those King's F/e/d'fans out there, you'll def¬ 
initely want to look into our PSM Otaku Game of the 
Month: Shadow Tower YOSHAII! 

IniPDfl Hews anti Boles _ 

► Sony CEl has released Dual Shock controllers in six 
new colors, and memory cards in nine new colors! The 
Dual Shocks come in White, Diamond Black, Crystal, 
Smoke Grey Emerald, and Island Blue, and cost rough¬ 
ly $26 each. The memory cards come in Grey, Emerald, 
Island Blue, White, Cherry Red, Crystal, Lemon Yellow, 
Candy Orange, and Black, and they're about $15 h A 
memory card case was also released for just under $2. 

Ado Electronic Industries will open a chain of stores 
catering to anime and games in Tokyo's Akihabara dis¬ 
trict. Ado was quoted as saying that "weVe aiming to 
open them this September, as high as five to six floors, 
and extending down through basement level. Its prod¬ 
ucts will include over 10,000 animation and other relat¬ 
ed comic titles, literary magazines^ game software, etc. 
not only published by AdOj but hopefully others as well. 
Ado will join the ranks of Ishimaru Electronics and 
Yamagiwa in creating anime-game specialty shops," 

On March 24, KOEI held a press conference at its 
headquarters in the Hiyoshi section of Yokohamato to 
ariinounce three titles for the PlayStation: a simulation 
RPG called Houshin Engi (Expansion of the Sealed 
Spirit), a 3-D fighting/action title called Destrega, and an 
RPG by the name of Ziil 0% 

ir Banzai Chibi-Chan Illustrations by Robert DeJesus 


Hery Cm: Gioiiiii niimer Hao 


B iery Cook: Cooking Fighter Hao is the latest 
action title from: Mihonicbi Software for the 
PlayStation, to be released this May. The theme of 
this game has to do with cooking and just having fun. 
You decide which 
cooking materials you 
are to use and fight it 
out in a cooking battle! 

The cooking methods 
involve you fighting 
with the food (chicken, 
pork, and so on) with a 
kitchen knife, and firv 
ishtng off your oppo¬ 


nent with "super moves'" that include special dishes, 
like Mabo Dofu, If you are victorious, you'll receive 
more cooking skills or dishes! Is this nuts or what? 
The nrtain character, Hao, seeks the enemy of his 
mother, the Taste Devil. A white-haired 
woman with a mysterious disease holds the 
key to knowing which way to go. The moth¬ 
er of Kumtn, the heroine, was killed by The 
Taste Devil, but Kumin is energetic and 
happy despite this. Although this situation 
may seem serious, the story fs funny and 
the characters are full of personality. 

4 Hoo up tarrm serious vilHes 

for Anif«. Mm-mm godKlJ 



Dirk Messiah 

B tius will release its interactive horror/ 
adventure title Dark Messiah for the 
PlayStation this spring. The game takes place during 
the end of the century in the city of Tokyo Mesh, 
beneafth Tokyo. The hero is cornered by the religious 



cult "Sacred Circle," 
which has skillfully taken 
over the vast underground 
city structure, Without any 
means of attacking back, 
the hero is assaulted by 
traps and creatures called 
"Fused Bodies" while try¬ 
ing to escape. Fortunately, 

4 Juft like rtie Naemj 
Sugtum was ehvwit nvie Tolcya 
Atesh b«cau» of the Sacred 
Ciitk^ sche«n«. She bai rta 
attaddng abilitws but possess¬ 
es keeo intdli 9 ence. 


b Don^ tet Ketji Kamiya% inrio- 
cenl looks Fool yiHj—he%i bwn 
charged with the cnme of mur- 
derl He owns a handgun, and 
he^ not afraid to use it* 


Fused Bodies aren't the only 
things living in Tokyo Mesh, 

Some inhabitants give you 
information or items, and 
other humans tn the under¬ 
ground city will try to inten¬ 
tionally trick you. 

The hero has partners 
who provide aid and ambush 
enemies. This "partner sys¬ 
tem" is the title's biggest fea¬ 
ture, You can choose from a total of four partners, 
and each has different abilities and goals. However, 
while they cooperate with and help you, they should¬ 
n't be considered allies. You can't completely trust 
them, or you might be severely betrayed. 
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— 1. RESIDENT EVIL 2 

Capcom; released January 29; 
copies sold; 1,134,421 

2. GRANTURISMO 

SCEI; ref eased December 23: 
copies sold: 242,231 (in last 2 weeks), 
1,193,456 total 

ar 3, TOMB RAtDER 2 

“ Victor Interactive Software; released 
January 22: copies sold: 105,329 

B BUST A MOVE: 

DAMCE & RHYTHM ACTION 

Enix: released January 29; 
copies sold: 75,298 

M 5. CHOCOBO'S 
“ MYSTERIOUS DUNGEON 

Square; released December 33,- copies 
sold: 64,068 (in test 2 weeks), 
1,000,076 total 




i: 7. 


A 


As- 


BOMBERMAN WORLD 

Hudson; released January 29, 
copies sold: 61,656 

FORMULA 1 ^97 

SCEI; released January 15: copies sold: 
45,5% (in last 2 weeks), 149, 534 total 

TALES OF DESTINY 

Namco; released December 23; 
copies sold: 43,524 (in fast 2 weeks), 
679, 473 total 

CRASH BANDICOOT 2 

SCEI; released December 16; copies 
sold: 38,753 (in last 2 weeks), 

623. 034 total 


^ 10. MINNA NO GOLF 

^ SCEI: released July 17: copies sold; 

38,654 (in last 2 weeks), 1,292,647 total 


©1997 TOKUMA SHOTEN Cd„ ltd. II^TERMEOIA COMPANY 




PARANOIA SCAPE 

The music, concept and design of 
Matilda's horror action title Paranoia 
Scape for the PlayStation has been 
handled by the master of horror 
L make-up and special effects, 

^ "Screaming Mad" George, whose work 
W includes such films as Poitergeist 2, 
B Nightmare on EJm Street 4, and Fright 
H Night, He also made a 303econd corrv 
mercial for Resident Evi!2v/\th George A. 
Romero for release in Japan. 

The gameplay for Paranoia Scape is 
very simifar to a pinball game. The game 
screen was created in 3-0 polygons, but 
with Screaming Mad George's special touch. 
With help from musical artists like Ozzy 
Ozbourne, this title is easily like no other 
pinball game you've ever seen! Matilda 
has also incorporated lots of new ideas in the game, 
including several mysterious worlds. 

When asked how this all came about, Screaming Mad 
George replied, "Originally they were talking about making 
a shooting game, but I expressed my Interest in pinbalL" 


A It'f main man wha created the 
maka-up for tho movie Gyyver— 
Screaming Mod Georgel This native 
of Osaka and Schoal of Visual Arts 
student promises to deliver the 
goods in Parornofo Scape, 


"We'd like to create a 
world unrestricted by 
polygons," he said, in 
hopes that you wouldn't 
feel like you were in a 
poly g on a I environment 
when you looked at the 
game screen. 

The fundamental 
gameplay has you in 
control of a skeletal 

angeL You must swing -- “ 

its bony wings around to 

hit the blue pinball, which is In the shape of a burning brain. 
Paranm Scape has various "event halls," and you transfer 
to separate stages if your "pinball" goes in a certain socket. 
Even getting extra balls is different from the usual method. 
If the brain goes down a particular hole, an eyeball will pop 
out. Of course, the eyeball is soft, so if you hit the it sever¬ 
al times, it will be smashed. If that isn't enough, creatures 
will get in your way that you must attack! 

Hiis title just may breathe some life into the otherwise 
dead pinball genre. And who better to deal with the dead 
than Screaming Mad George? 



hibi’s Terms 


Ossul PariS'San has given me this space every month to teach you Japanese 
game terms, so you can get more information out of your Japanese magazines 
and gamesi Here Is everything you need to play Japanese import action games, 
such as simple verbs, commands, and functions. 


7 V a > 

akushon...... 

..action 


atsumeru. 

.collect 


attemu. 

-...item 


haneru......... 

.jump 


tobu. 

.fly 


pawaa-appu.„ 

power-up 


janpu. 

.jLimp 


wataru.... 

.cross (a bridge) 


ibento. 

....event 


dasshu. 

.dash 

MX-S 

koeru. 

..cross (a bridge) 

XU 7 

erla... 

....area 


aruki. 

.walk 

asrs 

kaltemsuru...... 

.......spin around 

•fe > 3 V 

sekushon. 

....section 


bura-sagaru. 

.hang down (from) 

liters 

kougekhsuru... 

.attack 

i?U7 

kuria... 

,*..dear 

^lf-5 

nageru... 

.throw 


hakai-suru....... 

.destroy 


tsuzukero. 

,..,continue 

fft" 

osu. 

.push 


uchiiaosu. 

..knock down, 

H — n.— 

kontinyuu....... 

..continue 


pusshu 

........push 



overthrow 


hozon. 

,,..s3ve (a game) 


htku. 

.pull 


mamoru.. 

defend, protect. 


seebu.. 

....save [a game) 


da ki-tsuku... 

....cling To (something) 



guard 


yomikomu ...* 

....load (a game) 


noboru. 

.climb 


shutoku-suru.. 

.......acquire 

□ - H 

roodo.. 

....load (a game) 

KU-5 

oriru.. 

..descend 


soubi-suru. 

...equip 








^ F5m igga 


mflY 

































































































































mCDNit 





ecently, Japan's mega-popular famlcor} Taushb 
magazine met with Yuuji Horii, the creator of 
the Dragon Quest series. Horli Is currently working on 
DQVIL so we thought you otaku would appreciate hear¬ 
ing about this highly anticipated PlayStation game, 
Takashi Tomita, a Japanese TV commentator and quiz 
show host, was also on hand for the interview. The fof- 
lowing excerpts are from the March 6, 199S Issue of 
Famicon Tsushin. 

Famicon Tsushin: Is the scenario completed? 

Yuuji Horif: Slowly (laughs). Various systems have 
been decided, WeVe in the middle of deciding the 
game's contents. The new system and monster 
sketches have been handed in, so we're checking up 
on what's been finished... 

FT What is new about the game system? 

YH: I really can't comment on that. All I can say is that 
it will take you by surprise. 


•4 ywjfi Horn ti in mkkfle of 
pfomtiori ol Qnx^fOn^mst W. 
He ii <!il» the {reotor « itamto 
and Pmfoph Afwdw Cosew 


FT: By that you mean... 

YH; You'll just have to 
wait for the official 
announcement. 

been many trtles with 
movie-like elements* Will Dragon Quest VH 
be included? 

YH: We aren't aiming for that. We want to have the 
game be as interactive as possible. We don't want to 
remove the player from the drama. 

FT: In Dragon Quest V7^ you chose your own adven^ 
ture, but what about Dragonquest Vii? 

YH; Your companions are very important to the 
adventure. Just like in 0/ab/ofor the PC, you are play¬ 



FT: Recentiy there have 


ing and communicating with fiesh-and-blood people 
on a network. In this same way, you'll be travelling 
with your companions at the same time, though not 
online. It is with this in mind that weVe thinking of 
various gaming systems, and preparing colossal 
amounts of data. Of course time-wise and capacity- 
wise there will be limits (laughs). 

FT: What kirrd of game will it be? 

YH; I'd like it to be such that while you're playing the 
game you'll think it's fun, rather than a game in which 
you'll say "It had a good story" when you see the end¬ 
ing, Instead of a game you'll want to finish quickly to 
conclude the story, I want it to be a game you want to 
play forever and not have it end. 

FT; Visually, will there be any changes? 

YH; Of course we'll be using polygons, and proba¬ 
bly utilize movies. What's of utmost importance is 
that when it comes to the PlayStation, fans say, 
"THIS is Dragon Quest." 


StBlei Song 

ony CEI announced that its 
rhythm guitar title Stolen Song 
will be released this year on May 21. The 
game takes place in Tokyo, where you 
are to appear in the "Battle of Guitarists.'' 
If you win, you get to make a demo tape 
in Japanese guitarist Tomoyasu Hotei's 
private studio! Stolen Song will be com¬ 
patible with the V Pick, a guitar pick 
peripheral packaged with the game. You 
have to strum the V Pick or tap the con¬ 
troller in sync with the riff playing at the 
bottom of the screen. 

You meet Hotei's manager, Nina, and 
his sound engineer, Gino, at the studio. 
Hotel appears when he hears you play¬ 
ing. This leads to a session where you 
both perform a new song! After the stu¬ 
dio stage, you begin to practice back- 
stage. Suddenly, the stage explodes! 
You're punched out by a mysterious 

< Steieit 
Son^ let« 
you jam 
with tho 
comput- 

OF 

with o 

SOCDfUd 

playarl 







A Stohfi Song ghru you the thrill ol playing gui¬ 
tar, and lets you rock oput in some pmctke ses- 
iiotui with TornoyDfu HoteiE 


man, and when you 
come to, it turns oi 
That the mysteri¬ 
ous man kid¬ 
napped Hotei 
after the explosion and 
stole the demo tape. It's 
up to you to find and save 
Hotel, which of course 
means that you'll have to 
play several more songs 
on the guitar! 

If the Story mode isn't to 
your liking, you can try the Band 
Play mode in which two players can 
practice simultaneously! One 
player plays guitar while the 
other handles the drums. 

From the looks of it so far. 

Stolen Song could be the 
next level of music games. 


Ihe Tale Beiiniing Witli T 


IVE OOTTA 

&er that 

AKD WIN THE 
CONTEST/ 


aleco is bringing The Tale Be¬ 
ginning With Z its latest action 
title, to the PlayStation this May. The 
hero is a youth by the name of Tact, 
who receives a picture book from a 
mysterious old man, The world of this 
picture book sets the stage for the 
adventure. You must solve riddles 
while charging through the game, 
almost like an adventure game. 

In this world, you must 
use tools for your adven¬ 
turing. You can obtain 
items by growing flowers, 
sow the flower seeds 
in a place called the 
"Floating Garden/' 
and when harvesting 
time comes around, 
the seeds change into vari¬ 
ous useful items. 

The Tale Beglnr^ing with T 
has many stages with various 
minhgames in each, like skateboard¬ 
ing competitions or commu¬ 
nicating with creatures 
using body language. 
You'll also use a hol-^Ir 
balloon at various times 
in the game, which will take 


► i( tlw yow«g hero of 
the gome.. Since he was 
orphanodj he doesn't trust 
oouhs. 


you to the Floating 
Garden, Each of the 
stages are named 
after a particular 
feature. The "Ice¬ 
berg Mountain" 
stage has the 
tallest mountain of 
ice in the world, but the inside 
is nothing but caves, "Only Beach" 
boasts the world's only beach. The 
"Mount Borke" stage has a volcano 
that erupts once a year. It sounds like 
an interesting adventure, to be sure, 
YUKE, Tact! 


NIA Is Pretli Dan Awasme! 




n other Sony CEI news, the 
company has announced its 
development of the PlayStation PDA 
(Personal Digital Assistant), which is 
a super-small portable terminal that 

4 Sonyi POA is the sa» of a memory toni 
ootf it just may be Ihe next Gamefiayl 


expands the power of 
the memory card. The 
PDA has the same save 
and load functions as that of a memory card, but also 
has much more. It features a 32-bit RISC processor. Its 
own applications, a clock, schedule management, and 
various other functions. Those who wish to trade 
game data without using a PlayStation can do,so with 
the PDA's infrared link function. The PDA employs a 
CD-ROM to install the media applications, and you can 


A- 


download your PDA info by inserting the unit Into the 
memory card slot on the PlayStation. With its 32x32 
dot monochromatic liquid crystal display and five input 
buttons, you can't overlook the possibility that you 
could eventually play games on the PDA by using the 
game data from the memory card—much like the 
Game Boy with the N64. Well just have to wait to see 
what kind of applications Sony CEI and third-party 
developers will create for it. The PDA is planned for a 
winter release. 
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^ HIT POINTS! ^ 
4M&/C POINTS! 
MAOIC eUX/RS! 

you JU6T cm^r 
BEAT A cool 
V NSW PPG!a . 


B rom Software, who brought you the King's field series, is planning to 
release an RPG called Shadow lower this June. 

Here's the lowdown on the story: the game takes place a long time ago, in a land 
known as Eclipse. Long ago in this land, King Rude wore a single-jeweled crown 
as he reigned over Castle Zepter. One day, this crown called to the darkness, 
which swallowed the Kingdom, The crown then disappeared. Time passed, pec^ 
pie lived in the cursed land, and they made towns. One day, a man went to visit 
^ ^ a friend in the town of Zepter. The town was swallowed by the dark- 
' ness and disappeared, leaving only a monk 

behind, Seizing this opportunity, the man 
* WSk decided to save the souls of the people of 

the town swallowed by darkness... 
Shadow Tower begir>s with a figure 
going towards a dungeon, underneath a 
caved~in tower, The dungeon has 30 
F floors altogether. You have no maps 

playing, so you1l have to 
remember how the dungeon is laid 
^tit. Inside the dungeon is a den of 
monsters. They don't jump out at 
I W wm ' sttack, however-^ou have 

i W to find them, You 11 come across save 

f r points as you go along. 

Si You control the hero from a first- 

monsters 


weapons like swords, axes, maces, and bows! have 
been dropped in the dungeon. You can pick them up \ 

from fallen enemies, or obtain them at an item shop, ^ 
When making a transaction at the item shop, it's funda- — 
mental to trade items. You can get weapons or ^ 
armor at certain shops by forfeiting a medal known 
as "Kuun," You can't use Kuun at health recovery spe¬ 
cialty shops, so you must trade the weapons or items on your 


< A Mvimmmi 
and hammar- 
wielding 
hralls are just 
soine of me 
fiends you'll 
come across. 


person perspective, 
and recovering Jost souls in real time. If you 
defeat enemies 
without 


getting 
hurt, the hero's 
"fundamentaj abil- 
ity value" will be 
~ increased. These values include 
Body, Flash, Armor, Land, Decision, Crush, 

Pierce, Spirit, Poem, Battle Array, Purify, Grain, 

Melt, and Soul, Depending on which foe you defeat, 
each of the 14 parameters will increase in a different way, These para¬ 
meters also determine HP and MR Unlike most RPGs, there are no 
levels or experience points for characters, Once you defeat a crea¬ 
ture, you 11 receive a "Creature Picture Book" that has ail of the crea¬ 
ture's statistics. You can refer to it any anytime thereafter, fn all. 
Shadow Tower has about 160 kinds of monsters. 

The game also has 160 types of items for you to discover, con¬ 
taining a total of 1,000 items altogether. These items (which include 


A This 

r ^ manfa ray^ 
like crea^ 
turo may 
not only be 
found in water. 


person tor in¬ 
creased health. 

You can equip up 
to 1 1 items at a 
time. You can also choose to have 
an Item in both hands. 

If King’s Field III (K/ng's Held ll in 
the U-S.) is any type of indication, 
Shadow Tower should prove to be 
one interesting game! 


M And you though everything in 
iho cemetery wq^ dead^^ Goad 
thing soine creatures can be 
replied with your shieldJ 


Was that enough 
for you? NO? 
Welt..J guess 
you'll have to wait 
until next month! Well 
be giving you some high- j 
lights from the spring Tokyo Game M 
^ Show at the Makuhari Messe in Chiba 
Prefecture, Japan! Until tinen, keep your 
skills sharp, and everyone enjoy Memorial Day 
weekend! Jya ne!l! 


MINNA-6AN 
O^rENKI Va! 


MTf=1HU OF THE fYlONT+Hl 


Trolls don't stand a 
chance when o sword 
is in your hands! 
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Look No Further! 
The Ultimate Tekken 
3 Strategy Guide is 
Geming Your Way! 

®JflB/lCT£B 

PROfiifs 


OIIRILED 

stobyuhes 

IN-DEPTH 
TRAINING 


SPECIAL 

MOUES 


Jenoereo 

artwork 


Look For This Loeoi 


HARD 


GUIDES 


G A ftAI N 


namco 


Playstation 


TM 


On Sale Euerywheri 
April 28tii 


strategy guides wltu a gassiou... 


TEKKEN 3 ™ & © 1994 1995 1996 1998 NAMCO LTD.^ ALL RIGHTS RESERVED 

THE PLAYSTATION LOGO^*^ © 1997 SONY COMPUTER ENTERTAINMENT INC. ALL RIGHTS RESERVED 


























rhe masr honesr, dependable, unbiased 
playsrarion reviems an the planer—period 


Welcome to our brand-new Reviews sec¬ 
tion! We've added more space, more fea¬ 
tures and more info to make sure that you 
get the full scoop on each game. Take a 
second to read up on our new format! 



T+ne -RSm RfiTiNG Bc-rlc 


I I I 'l e here at PSM want yoj to know that we take 

I our reviews very seriously. Just like you, 
weVe been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!|. So when we sit down to review a new title, 
W 0 look at it like This: it we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star"' ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 

LJU«flT T+ne -RATINGH fVIEflNS 

A PlayStation classic that no (an should be without 
A oan't-miss game, no matter who you are! 


A really well-done game. If you're a fan of the genre, 
you should definitely check this one out 



A pretty good game. It has hs share of rough spots, 
but it has some redeeming qualities, as well, 


Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 



Don't even make eye-contact wfth this one— 
its not worth one second of your time. 


SREflKING IT ALL DOUlNf FSrYt STYLG 




This it the 
Garne 
Summary. 
It's kind of 
like "'Cliff's 
Notes" for 
all you laxy 
types ¥vlie 
won't reod 
the whole 
review* 


J 


With our Replay Chort, you ton see the potential lifespan of a 
game ot o glorKel Some games ore great fun at first, but 
These ore the cotegories that we think are qukkiy wear thin* Others are tough to get info, but really lake 

most importonf when rating a gome. Each if you stick with 'em. A 5 means that ^ou will be playing it 

is rated on a scale from 1 to 5* non-stop, while a 1 means its practically in the closet. 




are our ratings for 
of the games released 
last several months* 


Aiundra OOOO 

ArcJs Gc Hits: Atari Col. 2 0001/2 
Armored Core 00001/2 
Auto Destruct 0001/2 
Beast Wars Transformers 0 
Bloody Roar 0000 
Breath of Fire III 00001/2 
Broken Sword 001/2 
CStC: Red Alert OOOO 
Colony Wars OOOOO 
Cool Boarders 2 0001/2 
Courier Crisis 01/2 
Crash Bandicoot 2 OOOOO 
Diablo 00001/2 


Dragon Ball GT Final Bout 0 
Duke Nukem: TM OOOO 
Fantastic Four 1/2 
FIFA'98 0001/2 
Final Fantasy Tactics OOOO 
Frogger O 

Gex: Enter the Gecko OOOO 
G Police OOOO 
HotShots Golf OOOO 
Jet Moto 2 0001/2 
Lode Runner 001/2 
Madden '98 000 
Marvel Superheroes OOOO 
Micro Machines V3 00 1/2 
MK Mythologies: Sub Zero 001/2 
Monopoly 01/2 
Monster Rancher 00001/2 
Nag. Winter Olympics '98 0001/2 
NBA: In The Zone '98 OOO 
NBA Live '98 OOOO 
NCAA March Madness OOO 
NCAA Game Breaker '98 OOOOO 
Need For Speed: V-Rally 0001/2 
Newman/Haas Racing 001/2 


NFL GameDay '98 OOOOO 
NHL'98 00001/2 
Nightmare Creatures 0001/2 
One OOO 

Pandemonium 2 OOO 
Point Blank 0001/2 
Rampage World Tour 001/2 
Ray Tracers OO 
Reel Fishing OOO 
Red Asphalt OOO 
Resident Evil 2 OOOOO 
Riven OOO 

Shadow Master 001/2 
Skull Monkeys OOO 
Spawn The Eternal 01/2 
Star Wars: MoTK OOO 
SFEX Plus Alpha OOOO 1/2 
Tennis Arena OOO 
Test Drive 4 OOOO 
Theme Hospital OOOO 
Time Crisis OOOO 
Tomb Raider 2 OOOOO 
WCW Nitre OOO 
X-Men: COTA OO 1/2 






mflv 


FSm 1599 i 














































































































Dead or Alive 



TYPE QF SAME 


^ Hie |>olygonal cKaraciers 
Ore very smooth ond so^id- 


gamers may prefer the brute strength of Bass, while others may play better using a 
faster character like Kasumj. All in all, they are pretty balanced. However, a few char¬ 
acters, like Zack, just don't seem to have enough useful moves to be effective. 

As far as the gamepiay goes, DOA still feels a lot like Virtua Fighter 2. The strat¬ 
egy behind the game is a little bit different, though. Reversals are very easy to exe¬ 
cute using the ''Hold'' button, so combat requires a little getting used to. You can't 
simply pound away on the punch or kick buttons hoping to win, because attacks can 
easily be reversed and countered. You have to learn to vary your attacks 
and simply be on the defensive from time to time. It may seem 
■ - strange at first, but once you get the hang of this innovative fight- 

•, ing system, there is simply no going back. 

■ ^ ^ In every aspect, Dead or Alive is a step above the norm. 

Graphically, it looks simply beautiful and features some of 
the most impressive polygonal models you will ever see 
on the PlayStation, The ease^of controls enables you to 

^ strategies provides more than 

serves big marks for developing . 

the fabled Tekken 5 deliver as ' 


A DOA^s fighring system ts heovily bosed on reversals atid cotjnters,. milking it 
unlike any other fighting game out there- Since it is^ so different, it may 
take you a iittie while to leorn the basic mechanics of the gome. 


D n today's stagnant field of PlayStation fighting 

games, very few titles ever manage to bring some- ^ j 

thing new to the genre. Most are developed and released 
without much thought behind them. Fortunately, Teemo 
didn't follow this route with Dead or A//ve, and it has ere- ' 

ated a game that is both fun and innovative. ||||HjP | 

DOA takes its controls straight from Sega's Virtua ^ 

Fighter series, so most gamers should feel right at home. ^^5 ^ 

The only variation is that the traditional block button has ^ 

been replaced. A special "Hold" button now accompanies ^ ^ 

punch and kick, and it allows for easy reversals and throws, 

You now block by holding back on the directional pad. 

Each of the eleven characters fight using unique forms of mar¬ 
tial arts, so you have a large variety of styles to choose from. Some 


A Each time you play ifirough the game, you are rewarded 
with a new costume for that chofocler And since I>QA has a 
total of 89 different costumes, you can bet that you will be 
playing for a long, long time before you see them dll. 


A The Danger Zone is a rather unique opproach to the standard '"‘ring-out^'' feature found 
in many fighting games, and odds a whole new levef of depth to the gomeplay. If you 
gel knock^ into the Danger Zone, you will take some serious damage. 


1ST MOMTH |SUCi MOtJTH 


ISTHOUfl fSTDAT j|STW;tl5K IMPWIEK 


Tif PQLVGDNAL CHAMTERS ARE VtRy SOLD. WfTH 
LimE HI KO CUmG DR SEAMS StiDWViG 

The Dual Sm controuir adds me im 

VIBRATIONS ID MfiafIM 


Tons of secro umiforms and ckahmtters adds a 

lOT TO THE REPIAV VALUE 

CDMPUTER-COHTREUlfB CHARACTERS CDUUI HAVE 
BENEFITED FROM STTER ARDFIClAl IKTEUJGEHCE 


1 


1 







A 


rrifly 


FSm 1396 A 























































VR Sports Powerboat Racing 



INTERPLAY ADDS A TWIST TD THE RACING GENRE 


acing game fans are in for an exciting time this spring, as tons of quaiity 
racers will be conning out. One of the first such games out of the gate, 
Powerboat Racing, is also one of the most unique. 

The biggest and most obvious difference between Powerboat the 

rest of the racing pack is the simple fact that it takes place on water instead of land. 
The game designers at Promethean Designs have done an excellent job of model¬ 
ing the water and keeping the feel of a real high-speed water race, while mainiain- 
ing the game's excitement and sense of speed. 

You have several different boats to choose from, each with its own speed and 
handling characteristics. The game also has a large variety of different tracks and 
racing modes. And as if that wasn't enough, each time you beat one of the differ¬ 
ent racing circuits you win new tracks, new modes, and even a new, faster class of 
boats. It will take a while to unlock all of the secrets that the game has to offer. 







All is not perfect, however. White Powerboat does 
an excellent job of capturing both the speed and the 
of racing on water, the control stil! feels a little 
imprecise. You can try to excuse this as a fact of 
racing on water, but even so, it still feels like 
forced to anticipate every little turn 
a delayed response time. Also, the 
grapnics and sounds are competent, but they 
lack the fine polish we've come to expect 
from playStation titles (especially racers), 
'^^erall, Powerboat Racing can be loads of fun, and the large number of bonus- 
a good two-player mode give the gameplay a fairly long lifespan. Even with 
the game's problems. Interplay has made an good first effort in this category. 




Rebont 



THE SERIES MAKES A FAITHFUL PDRT TD PLAYSTATIDN 

ased on the landmark all-GG animated television series of the same name, 
I' Reboot has finally seen the light of day. You play the rote of Bob, the hero 
who rides his hoverboard around the cities of Mainframe, looking for tears that the 
evil Megabyte has planted. Bob defends himself against Megabyte's minions with a 
variety of weapons and Glitch, a little friend attached to his wrist that transforms into 
even more weapons. Throughout the 18 levels, FMV screens will popKup with hints 
and comments from many of Bob's friends. These screens look just iike the show, 
and draw you into the game's universe. The actual in^game graphics may not be as 
stick as what's in the series, but Reboof offers some of the most solid 3-D environ¬ 
ments weVe seen on the PlayStation. It won't win any awards, but you will never 
see a single seam between polygons. The designers at EA Canada reatly know their 
stuff (and with a development time of more than two years, one should hope sof). 

The physics of piloting your hoverboard are top-notch. It's quite fun, but the tight 
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3-D Action 


TYPE OF BANE 


^ ffeboar if 100% faithful lo 
the 5«nes, and the fhow^s 
treolor has bean involved 
with the gome from the start. 


control needed for precise movements is not here. This becomes quite 
a hindrance, especially in the later levels where a lot of platform jump- 
ing is required. In the end, you will definitely become frustrated with 
the control. The analog mode is almost unusable because of the odd 
camera angles that are enabled when analog is activated. Each of 
the levels provide a different experience visually, and a few mis¬ 
sions even provide a slightly different gameplay experience. 
Although the levels all have plenty to explore, that must wait until 
you have successfully closed all the tears. By then, what's the point? 
When you finally seal them all, it's time to find the exit to the next level, 
Given that the original television series was almost a videogame to 
begin with, the transition from TV to game is natural and true to 
senes. Any fan of the series, or sonneone looking for a new 3-D world 
to explore, will be satisfied with Reboot But if you're looking to this 
title for anything more, then you may be disappointed,. 
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NBA Shootaut 'SB 




PUBLISHIR 


Sony CEA 


DEVELBPER 


Sony InteraDttve Studios 


TTPE DF lAHE 


Basketball 


^ THb »aine camera angte^ 
as last year return, and none 
of them bring you in close 
enough to the action, or pre- 
sent a solid playing view; 



PLAYSTATION HOOPS SDl HAS A LONG WAY TO GO 

f all the sports games on the mighty PlayStation, basketball is the farthest 
from the actual sport it attempts to represent Even the very best video 
basketball is plagued with illogical artificial intelligence, sloppy play mechanics, and 
little realism. All of the hoops games have added extra moves like fade-aways, 
behind-the-back dribbles, and a variety of motion-captured dunks. However, what 
these additions don't do is address the real problem with videogame hoops. The 
games just aren't that good, and do a poor job of simulating real basketball. 

NBA Shootout 'Sfi features polygon players that move fluidly up and down the 
court with smooth animations and very respectable graphics. However, attacking 
the basket on offense is still in it's most archaic form. Sure, you can run different 
plays, but the best offense is still dribbling around until you can go in for a dunk. 

The one-player camera is the best of a bad lot, but the players are so small 
that you can barely see what's going on across court. Total control dunks. Icon¬ 
passing, a miniature playbook, and new moves add some interest to the game, 
but in the end it lacks the incredible thrill of a real NBA game. Frustration is wait- 
ing around every corner in Shootout W, whether it's due to poor camera work, 
annoying collision problems, stupid fouls, or the abysmal rebounding. When a ball 
clanks off the rim, it adheres to absolutely no laws of physics and randomly 
appears in a player's hand. Therefore, position and timing your jump have no say 
in who gets the rebound—a classic example of what is wrong with every b-ball 
game on the market. To compound matters, the computer opponent randomly 
goes from being a cakewalk to nearly unbeatable. 

Some great an-imation, the ability to block dunks, and a great stat engine just 
aren't enough to make Shootout '98 any better than last year. It's not that much 
worse than any of the other b-ball games on the PlayStation, but unfortunately 
that's not saying much. If Sony can take some of the good points and build on them 
for next year's version, there might still be hope. But it we're to get a truly great 
hoops sim that lives up to the potential of the PlayStation, we need to start over. 


Judge Dredd 

BEHER JUST TD CALL THIS ONE "JUDGE DREADFUL" 


icture the game 57, but with poorly animated polygonal enemies, 
dozens of things attacking you at once that you can't see, and the worst 
gun-shooting gameplay you can imagine. Actually, you don't have to imagine it— 
Activision's Judge Dredd is all that and more* 

In theory, Judge Dredd should have worked. It uses the same formula that made 
Area 51 a hit in the arcade, with streaming pre-rendered backgrounds and enemies 
popping up for you to shoot. However, something went horribly wrong. Enemies lob 
so many projectiles at you that it is impossible not get hit—even on the easy skill 
level. To compound matters, there is no sound when you get hit, or even when you 
lose a life. This means that no matter how well you do, the game will leave you con¬ 
fused and frustrated when it ends. 



It gets worse.. How about really bad FMV scenes? Or maybe enemies that need 
to be shot dozens of times, in the most insanely difficult spaces, while they shoot 
you to pieces? The list goes on and on. Enemies don't always die when you hit 
them, and then there are innocent bystanders that just magically appear in the mid¬ 
dle of heated firefights, no matter where you are. For example: at ore point an inno¬ 
cent bystander appeared in a long halfway literally filled with guns, somehow dodg¬ 
ing the bullets that were pounding us. You'll shoot him out of spite. 

Where Judge Dredd really fails is it's total lack of being fun. Levels are a chore 
at best, totally devoid of anything that resembles skill. In fact, we've found that 
the best way to beat a level is to just make sure you find all the hidden health. In 
many instances, the enemies are actually part of the streaming FMV. They look 
nice, but killing them is pure luck at best. It also looks really cheesy when the big 
boss simply dies after you haven't shot him for 10 seconds or so. Design deci¬ 
sions like this bring this game down from mediocrity to junk. Our advice is simple; 
stay away from this one at all cosls—no matter how much you like the character. 
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Need For Speed 111: Hot Pursuit 






Electronic Arts 


Racing 


fVPE OF lAME 


lERHra 


4 Th« police ond opponeni 
A1 are extremely advanced^ 
and will provida you with 
an intense challenge. 


¥ Like Gron Tvrisrno, all the cars hove reflection 
mapping pasted on them. NfS3 goes even further 
witti the environment actually being drawn onto the cor. 






NEED FDR SPEED IS BACK DN TOP 


he first Need For Speed on the 300 (and later on the PlayStation) was the 
tof>choice for many when it came to car racing. The game is still quite 
popular today with its cops, point-toi^oint tracks, and real-life luxury sports cars. 
However, the follow-up, NFS2, was a dismal attennpt at a sequel that left every¬ 
one wondering what happened. Apparently, EA Canada has learned from the mis¬ 
takes it made in NFS2, because the latest in the series, NFS3: Hot Pursuit is cur¬ 
rently fighting it out with Gran Turismo for the PlayStation racing cup. 

The circuit tracks are located in a bright, colorful and completely solid 3-D 
world. They are truly a treat for the eyes and a pleasure to race. The modeling for 
the cars is good but not amazing, as they have a somewhat boxy look, The sense 
of speed that NFS2 sorely lacked is back with a vengeance, and the game runs at 
a consistent 30 fps. The occasional minor slowdown does occur when more than 
four cars are on the screen at once. This is barely noticeable though, and can be 
overlooked. Another check mark for the game is how EA put extra effort into 
Itghtsourcing and special effects, The lighting is extremely dramatic in sever¬ 
al areas, and it displays some of the best use of the technology weVe seen. 

The great car handling arrd physics have been brought back from the first 
game and drastically improved upon (with help form the analog controller). 
Consequently, A/FS3is one of the easiest racers just to jump into and play. 

The many modes to play and the load of options are what will really sell 
this title. A simulation mode accurately portrays how the cars would behave 
in real tife. However, this mode is definitely for advanced players as it makes 
driving very difficult and requires much practice. The game also has an 
advanced settings mode (that you must earn before you can use) to cus¬ 
tomize your car's settings. In addition to the standard single race, practice, 
and tournament modes, there is also a knockout mode and the extremely fun 
pursuit mode. Being chased by the intelligent computer-controlled cops 
while dodging a road full of traffic is easily one 
of the most white-knuckle events in racing 
games to date. Combine this with 
some of the best track designs ever, 
which include plenty of shortcuts 
and secrets, and you have one of 
the best racers anywhere. The 
only complaint that actually pre¬ 
vents NFS3 from getting a full 
five stars is the choppy twoplay- 
er split-screen mode. It just isn't 
up to the quality of the rest of the 
game—a big disappointment As a 
one-player game, however it could 
be the pinnacle of the genre. 


▲ Your car will take a pounding in tlie middle of the pack, but that's okay since you con 
give just as good as you get! The racing in NPS3 is definitely not for ttie timid. 


4 The most dramatic exomple of the eye-pop' 
ping light sourcing is when you play at night. 
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Speed Racer 
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TYPE DF lAME 


^4 Aa usuoI for an EA Sports 
game. Hie preserilalton is 
just abowt tlawias^. 


need to. These intuitive control options enable you to concentrate on the game 
while using the subtle strategy that is at the heart of baseball. For instance, you are 
able to quickly call up a hit and run pJay while also telling the batter to swing for con¬ 
tact. By making these commands simple, EA introduces you to complex strategy 
you otherwise may have never used. 

Even with its strong gameplay elements. Triple Play still feels like a missed 
opportunity for baseball fans who are hoping tor a little more out of EA. For 
instance, where is the ball-location meter that would make pitching and batting infi- 
nitely more enjoyable? The fielding control could also have been tightened up or 
improved. Instead, it still feels slow and slightly unresponsive—a major down point 
of The game. 

It is still safe to say that Triple Play W is a decent baseball game for PlayStation, 
but considering that its improvements over last year are only minor, and that its com¬ 
petitors just keep getting hungrier to take top spot, this title may not last for long. 


^ Racing at Speed Racer u 
Ofily Km lor a tfiotf period el 
lime—then you reolixa how 
bod this game realty is. 


THIS ANIME RACER GETS OFF TD A VERY SLOW START 


onsiderirg how competitive the racing game genre is on the PlayStation, 
you would think that more companies would spend some time trying to 
come up with titles that are truly unique or innovative. Unfortunately this is not the 
case, which is why games like Speed Racer get developed and get released. 

At the start. Speed Racer seems like an decent enough game. The intro FMV 
Is very well done and brings back nostalgic memories, but this title goes straight 
downhill once you hit the tracks. First and foremost, Speed Racer may appear to 
have three tracks to race on, but it really only has one. The developers opted for 
the Ridge Racer voete and designed a single, large track that is broken up into three 
sections. Once you complete a section, more of the track becomes available to 
race on. Considering that most modern racing games feature several high-quality 
track designs, this dated approach seems to be a cheap way out. The developers 
should have spent more time and recreated some of the racing tracks seen in the 
cartoon series. This would have made the game truly unique, 

The other main fault of this game is that the racing is not really fun at alL The 
Mach 5 doesn't handle smoothly, and the brakes and gas are far from balanced. 
There isn't even a reverse furuction, which causes some serious problems when 
you get trapped against a wall. The computer cars also seem to cheat—almost 
every time you hit them, you crash while they continue on unscathed. Even the var¬ 
ious Mach 5 features, such as the Auto Jack and Chopper saws, aren't useful 
unless you are on one of the few hidden shortcuts. Sure, Speed Racer has three 
hidden characters to find, including the ultra-cool Racer-X, but even that fact 
doesn't provide enough incentive to play the game longer than a few days. 

Huge fans of the series may get a little enjoyment out of Speed 
Racer but don't bet on it. This is one of those games that 
should never have been released. Gamers might have 
gobbled it up few years ago, but in today's market this 
sucker will probably go straight to the bargain bin, 


Triple Play '99 

HAVEN'T WE SEEN THIS GAME BEFORE? 

fipie Play '.95 was greeted by the PSM staff with equal parts anticipation 
and trepidation, Last year's version was the best baseball title for the 
PlayStation, but EA has a reputation for releasing barely improved versions of the 
same franchise year after year, Consequently, we had our doubts about Triple Play 
99. Sure enough, our doubts were justified. The animations are improved, a new 
first-person batting mode has been introduced, and the production values of the 
game are better. But really, nothing truly innovative has been added to Triple Play '99. 

Is this a disaster for EA? Not really, because the game still features all the things 
that made Triple Play W so strong. The fantastic color commentary and stats are 
back, as are the nearly endless number of gameplay options. At the touch of a but¬ 
ton, you can command your team to do just about anything a real life manager may 
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Pitfall 2-D 



THE SUCCESSFUL RETURN DF A TRULY CLASSIC GAME 


fter being disappointed by such low-quaiity retrO“revivals as Frogger, 
we weren’t expecting much from a Pitfatl update, 3-D or not. 
However we were honestly amazed by what we found after playing the final 
version. While it offers little that's new to the 3-D platform genre, Pitfall 3-D is 
a good example of how solid game design can make an overused concept feel 
completely fresh. 

This terrific design is evident right from the start, as you are set in an simple 
starting level that gently introduces you to the title's varied gameplay mechanics. 
The difficulty increases from that point on, but never at a rate that makes you feel 
cheated. Well-placed checkpoints and save points before each difficult section also 
keep the game from becoming repetitive. 

Other design elements that make Pitfall 3-D feel so polished are the audio and 
visual clues that warn of dangers. For instance, as Pitfall Harry approaches a ledge, 
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he lets out an alarmed sound and waves his arms, if you keep going, Pitfall Harry 
will plummet to his death—but the game cannot be blamed. 

Harry also talks during the game, giving hints and dues to help you along your 
way. Thankfully Activision kept this dialogue sparse enough to make it is far more 
helpful than annoying. The developers also brought back many of the gameplay ele¬ 
ments made popular in the original. Obstacles such as swinging vines, rolling logs, 
and quicksand are reintroduced, but not at the cost of fresh new obstacles. 

Pitfall 3-D doesn't pretend to be anything more than a 
straightforward platform game, which Is in a way its best 
strength and its biggest weakness. Those of you looking 
for a brand-new experience on the PlayStation should 
look elsewhere, but Pitfall 3-D is a perfect choice 
for anyone looking for a well-designed, challeng¬ 
ing, and downright fun platform game. 
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Funky Skunk 

You got it—this game stinks 

very once in a white, a title wiii sneak onto 
the shelves without any fanfare whatsoever. 

Whatever the publisher's intentions, sometimes it ju: 
wants !or needs) to sneak one past the public's noses. 

This would seem to be the case with Punky Skunk, 

Punky Skunk takes a step back into the days of the 
Super NES and Genesis, and offers a classic take on 
the platform genre. In fact, it's very much like the oF 16- 
bit Konami games such as Tmy Toon Adventures or Rocket 
Knight Adventures, The problem is, what the heck is it doing on 
the PlayStation? 

Today, we have impressive games such as Castlevania; SofA/and the recent¬ 
ly-released Klonoa, games that are still on a left-to-right plane, but at least they 
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T?P£ OF GAME 


2-D Platformer 


' Detpit^ lFiriDVvbai:k: 
gams design, itAt ppisible 
lo sqiweie a Bmoll iota of 
fuTi out ol Punky Slfurdc. 


use the system's abilities. doesn't. Ifs like the game was programmed on 
the Yaroze, 

Like the old platform games of yesterday Punky Skunk is your average mam¬ 
mal mascot character with running, jumping, and stomping abilities. And since he's 
a skunk, you can of course whip his stench at the never-ending army of teddy bears 
that plague him. To save his kidnapped buddies and get through the many side- 
scrolling levels, you'll need to master his other skunk-like skills, such as roller blad¬ 
ing, snowboarding, and hang gliding. You see, Punky likes to take It to the extreme. 

Punky Skunk does has a lot of variety, since each of the levels revolve around 
different platfomn-hopping techniques that are necessary to get to the next round. 
And the many different bonus rounds to be discovered are derivative, but amusing. 
Unfortunately while playing you cannot shake the fact that this game must be 
aimed at kids, really young kids, and therefore doesn't seem to be the right match 
for the core PlayStation audience. The Game Boy maybe, but definitely not the 
PlayStation, 
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GAME CONSOLE 


The horror of global combat is coming to your living room. Twenty 
years ago, the WOPR, the deadly military supercomputer, nearly ignited 
the Cold War. -ITow the WOPR Is back with a new missioni Exterminate 
humanity* Tou command irORAD*s forces on land, at sea, and in the air 
as you plunge into battle against the WOPR^s mechanical legions. The 
world's future hangs in the balance* It’s not a game anymore. 


Launch strategic attacks with over 32 different assault units. 

Qommand up to 8 killing machines at once and blow the WOPR’s drones 
into silicon dust* 

Turn friends Into enemies in the PlayStatlon'^' game console's first 
split-screen tviro-player combat game. 

Peel the terror of combat as detailed graphics and a true 3—P environment 
bring battles to life. 


INTER ACTIVE 
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Bruising home plate collisions 


• Bare-handed pickups and twirl 


throws 


Play-by-play from Vin Scully 


Every unique pitching style and 


batting stance 


• Welcome to the Big Leagues 
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www.playstation.com 


HE PITCHER KNOWS IT. THE BATTER KNOWS IT 


The CATCHER, THE UMP AND THE FANS KNOW IT. BUT 


AT 92 MPH, IT STILL HAS THE POWER TO SURPRISE 




































































Publisher Nsmcu 
Developer Namco 


Release Date May 
Type Fighting 




The most anticipated PiayStation 

fighting game ever is ready 
fftft to rock your PlayStation! 


A Since eci<h of TeJdIfen 3 ^ characrei^ were fulFy 
moHon-'captured us^ marriol arts experts, you con 


expect some reolistic' 


ottacks, 


D he Tekken series has long been considered ore of 
the most popular fighting franchises in e^^i3tence. 
second only maybe to Street Fighter. With that in mind, you couJd 
say that a home versiorr of Tekken 3 would be one of the biggest 
events of the year, And judging by the action in these latest screenshots, 
we would have to agree! 

Considering the arcade version of Tekken 3 uses a System 12 board, 
which is quite a bit more powerful than the PlayStation, it must have been 
difficult for Namco to port the game over But Namco certainly did, and not 
in a half-baked manner, either! Virtually everything looks identical to the 
arcade version, including the characters and their attacks. Even the back- 
grounds are breathtaking! This is a particularly amazing feat, considering 
that earlier in Tekken 3's development cycle many people thought a hard- 
ware upgrade of some sort would be required for a quality con- 
version. However, Namco has proven them all 
wrong, and will indeed release Tekken 3 for the i 
PlayStation without any sort of add-on. |// |9^B 

To add even more value to the PlayStation ^Jf ^^|B 
version, Namco has added a whole slew of 
secret characters and additional modes. You V 
already know of Gon, the cute little dinosaur, H 
but other secret characters from the arcades 
will be playable as well—‘Anna Williams, 

Tiger, Mokujin, and Ogre to name a few. To 
access them, you will simply 
have to play through the 
entire game using the 
various regular charac- mo«yoffl» Mim 

fiKivQi at Nina. 

ters. As for the modes, ._ 

Tekken 3 will have the same ones that were available in 

Tekken 2: Arcade, Versus, Team Battle, Survival, Time Attack, and 
^ Practice. Plus, Namco has added a new "Force" mode, which is 
a side-scrolling brawler that is said to be similar to Final Fight 
or even MK Mythologfesl Sounds cool, huh? 

^^B Tekken 3 is looking extremely good. All Namco needs to 
^^B do is make sure that the framerate is fast, and that control is i 
dead-on. If those two elements are present, then there is no I 
reason why Tekken 3 shouldn't be awesome. I 


► Jin couki wsity 
be consklered one 
of fhe more 


power' 


fvl chajoders in 


rakken 3 , He will 
need ro wotcK out, 
though^ a» sovor- 
oi of fhe touma- 
mental porlki- 
ponfs are trying 
to kill him» 


A During throws and other climodk ports of a fight, 
the camera will 5win0 around the characfvn; ho give a 
better view of the action^ 


ii one of the wveraf 


^ A The costume designs in Tekken 3 ore a bit 
mofe extreme and demviely give fhe chorocten 
their own unique styles and personalifies. 


A A new feature exclusive to the PlayStation^ the 
Force Mode ploys a lot ilke Final fight. Destroy the 
last boss and a secret option will be refveated. 


■4 Jm win not rest until he destroys the evil force that corrupted his father. 


HH+-t 


One of the key elements of combat 
in Tekken 3 is the juggling attacks. 
With these moves, you can catapult 
your opponents into the air and hit 
them with a few unblockable 
attacks before they fall back to the 
ground. Each character has several 
juggling attacks. 


A One of the most important ospecfs of fho combaf 
in Tifkkon J is fho oir combos. Here, Jin launches 
Yoshimitsu into the dir with o powerful elbow. 


A A Paul Phoenix favorilef the lunging uppercut 
will take the wind out of anyone's soils. €^nY 
forget your frequent flyer cardi 


A A favorite oftock in numerous polygonal 
Rghting games, the kkkflip is bota extremely 
Fast ond powerful. 
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grauy fields to this sacred shrine, TeJdicetn 3 Features a ( 1^90 
[grounds la fight inj, each with its Own unique styie^ 
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As with any fighting game sequel, 
Tekken 3 will feature several characters 
that are making their first appearances. 
Here are three of the main additions to 
the Tekken 3 character line-up, They all 
have their own reasons for entering the 
King of Iron Fist Tournament... 


A. The son of Kazuyo and Jun, Jin ICazama has 
entered the tournament to defeat ihe evil force 
that destroyed his father, the "God of Fight." 


Ftc 


M 


A Ling Xkioyu has a rather simple reason 
behind her entrance into the tournamenh-if she 
winSj Heihachi will build her the amusenient 
pork of her dreamsi 


Jl Hoping to convince Heihochi to help him 
avenge his Fntherls itiurder, Eddy Gordo 
needs to defeat oil the other contestants and 
win the tournament. 
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< While each porlici- 
pont in the Iron Fist 
rfioment comes 
From a different 
background, they 
oil hove an equal 
hance of going 
home vktorious. 


4 While he nov^ sporft 
a whole new "alien" look, 
Toshimitsu still ploys pretty 
much the same ns he did in 
(he previous Tekken games. 


> Lei Fubng is consid 
ered one of Hong 
Kong's "Super Cc^s." 

His investigation 
has ted him to Ihe 
tcxMiwment, 


j 4 Apporently^ Yoshimitsu hos no problems stabbing 
pee^ in the back, Treot him seriously or you 
might quickly end up deceosedp 


A. Who soys thot women aren't good fighters? 
XkiDyu proves that it takes more than just brute 
stref^fth to wn the Iron Fist Tournament. 


4 This looks just 
like a scene 
from Joclrie 
Chan's l>runken 
Mailer tt. With 
his powerful 
legs, Hwoorong 
con eosdy 
knock ehamc‘ 
ters into the oir. 


^ Even though 
the bock- 
grounds will be 
mostly 2 « 1 >, 
Nomco has 
done a remaric- 
aMo job giving 
them a good 
sense of depth. 




r~ 






o 






4|SS!S 


am 


5^ 


m 


^ A rebuilt version of Jack-2, 
Gun Jack Is much stronger 
and is beovtly errmored. 
He is one of Ihe many 
hidden char^ 
acters who you A 
hove to earn, M 


< Ling dreams 
of owning her 
very own amuse¬ 
ment park. 




^ Lef^ Hong Kong styio bockground 
has ported over to me PloyStotion 
extremely well. Just look ^ all the 
detail in the buildings and signsi 






O TIJ 
CT C 

OJ ^ 


p Even when 
up dose^ the 
Tekken 3 bock- 
groundls look 
quite detailed. 
Just check out 
those dragon 
designs located 
on Low's stogel 
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A Andilfief perfect vidory lor Nina WilliaiTisI Her A Awakened from suspendod ontmadofij Nina 


into kilting ^ Kaxoma. 


Fist Tournament'^ enokJing her to moke diort 


Judging from from this bottle, it looks tike she 


work of nearly any wmpeIrKH; 


Ih Ogre it the bst charac¬ 
ter 'you wiH have to face 
in the tournament. 


Kwoarang has a toe kwon do bockground, so 
most of his crttCKks ore kick'based^ This gives him 
a longer ro-rtge than most of the other characters. 


Eddy Gordo is one of the better newcomers to 
the Tekken series, His style of Brazilian martial 
arts^ capoeira, is deadly, but beautiful to witness. 


King, one of the most powerful rhoroders In 
the game, relies on his wrestling skills, IHis maS' 
tery of throws and holds is second to none. 


Each character in Tekken 3 uses a differ¬ 
ent style of Manial Arts, From capoeira 
to tae kwon do, virtually every mapr 
combat form is represented in the latest 
King of Iron Fist Tournament. 




nriFiY 


A He may be ihowcoiing o now Face, but Toth^ 
imitsu pkiy* o lot like his former self. This time 
nrouna, however, his sword Is much more useful 
ond quile a bit more powerfui than ever before, 




SIAHi 
MiA. 


JBUA^ 


A Now o Tekken trademark, these explosions 
occur whenever your attacks successfully con^ 
nect with your opponent. 


A You would think that no one could gat up 
from D kick like thii^ but Jin is deNr* 
mined to win the tourfYament cmd 
avenge his father. 


A Since the game engine is quite o bit more responsive, duckmg under attacks is a very feasi¬ 
ble form of defense. Here, Yoshimitiu manages to (bdge Low^ charging forearm strike. 


A Paul was once considered the most powerful puncher 
in the game, but it looks like lei wonts that title now. 


k Nina hod a bt 
of linking 
throws and 
reversals in 
Teicken^. 

Well she 
has even 
more iwh; 

which 
mokes her 
even mare 
pcwerfuL 


A Cold and 
heartless, 
Nina Williams 
hat only one 
goal at the 
tovmamenh** 
she mutt find 
and detstroy 
Jin Kboma. 


dFolsely 

accused of murder¬ 
ing hit own fother, 
Ed^ Gofdo spent 
molt of his life in 
jaih Now free, he 
seeks revenge 
against the true 
killefS. Hedwchi 
has promised to 
help him rf he wins 
the loumomeat. 


A Dust dbuds, ofYother hracSHoival icon of the Tekken 
series, occur whefievwr you pound cm opponent mto 
the ground. Talk about eating some dirtt 


-/> DE-RDI 
m-RRTIRL 













































"The Best PlayStation Baseball Game Of The Year." 

-Game Informer 
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4 Wi alt'Out war 


between Ifve Aieanef 


and the leknof r nnd 


4Tl« 

develop' 


csdded an 


energy trail effect to the 
weapon ottockfi. It kind of 
remkidf u» of Soul Skide* 


■P'-RCV/^WS 


The Arcanes have the ability 

to control magic, so you can 
expect them to have some 
seriously cooMcfoking attacks 
that take advantage of every 
PlayStation special effect. 


A ^'Summoning'^ is one of Ihe nwsr 
powerful spells that Arcanes can 
use. With it, they can coll forth o 
demon to attack their opponents* 


A IF yoM happen to get hit by a 
summoning spellp you con probably 
kiss your TekfW'bc^ good-bye* Your 
only real defense is to ran owoyl 


▼ This "faarcl*inon" is 
enty one of the 1^' dif¬ 
ferent characters that 
you'S have under 
your control. 


Publisher Crystal Dynamics 
Develoiier Crv&tal Dynamics 


Release Date August 
Type Strategy/Actinn 




lombat-strategy games have recently 
started to appear on the PlayStation, 
and with the success of Finst Fantasy Tactics, 
you can expect a lot more. Enter The Unhoty 
tVar—Crystal Dynamics' first foray into this 
slowly growing genre.. 

The general stor/iine involves two warring 
races, The Teknos have based their society on 


RPG and strategy eie- | 
ments. Each "level" of the game consists of 
a 3-D grid-based map, and players take turns 
moving their characters around the map. 
When attacking an opponent, both you and 
your opponent are transported to a multi- 
leveled fighting arena, where the real-time 
fighting kicks in. You can find power-ups to 












Crystal Dynamics takes an innovative 
approach to the 
strategy genre 


> It seems that Crystof Dynamics hai truly 
mastered the usage of lifting and hos 
no probkifns showing it crff. 












A As two opponents run further away 
from each olher„ the comera wnll pull avniy 
te give you a bigger picture of the botrir- 
fwW, so you con iiilt see your enemy* 


technology, while the Arcanes rely on magic. 

strengthen your attacks, as well as transports 

These two peoples have maintained a cease 

that teleport you to different parts of the 

fire for years, but current events look to start 

arena. Defeat ell your opponent's characters 

another war. The unwritten treaty, that no 

and you win the scenario. 

chifd can be born of a union between the two 

While comparisons to such classics as 

tribes, has been broken, and twin brothers 

Archon will be inevitable, they should be con¬ 

were the result. One is a master of magic, 

sidered compliments. After all, Archon was 

and the other a master of technology. 

one of the greatest strategy/action games 

In general terms, The Unholy War is a 

ever created. However, from what PSM has 

fusion of three genres. The developers have 

seen, The Unholy should be able to make 

taken reahtime combat and combined it with 

its own mark on the growing strategy genre. 


A Just like a shark moving in For the kill, 
this [eftbike driver comes in dose to finish 
off his opponent. He should be corelvl, 
though, os he becomes more vulnerable 
when he b near the ground. 










A As you con tell Fram this Kreenshot, the batries 
aren't just Binited Hi. the ground. So for, at least one 
of the characters has the enviable ability fa fly* 


hj As with any real- 
^ time fighting game, 
4^ The Unholy War has 
[jj several general com- 
j bat tactics that you 

se 

^ effectively. Here are 
rr just a few examples 
^ of the most basic of 
DO the strategies: 


A If you get trapped, use □ telepcHt pad. 
They ore mod<M with red arrows and will 
transporf you to the center of the arena. 


A As in reoi itfe, the best place to light is 
rwrmally from a higher eievotion* It tends 
to give you an advantage in firefighls* 








































































PublishEr Interplay Release Date May 

Developer Interplay Type Sports 




The key to any baseball game ts the duel between pitcher and batter. Some 
games choose a simple timing mechanism, but Interplay has put together a total¬ 
ly new approach that really seems to work. 


■HaUUDOUUN 






A when pttching, yeu choose a pitch followed 
by one of eight c^uadmnts. Then you choose 
horn eight quadrants within the originoL 


A You execute oil this without having to cycle 
through menu screens, Dllowing precise ploce- 
ment of your pitches. 


As the hitterr you Can choose a power or 
contact swing. Hitting the boll requires proper 
timuig and picking the right quadrtint«.« 


...For exon^le, if yw press down-right and 
swing for a p^h that's low and ovtsick^ 
you^re sure to smoke a line 4rive! 




The lagging VR Sports line looks to America's pastime for help 


_ 
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Check out Boston's Fenway Pork and its inra 


A The osiro turf in the Kmgdome is an ugly sile^ but 


Evary baseball game nowadays has all of 
the real major league stadiums rendered lo 
3-0. Unfortunately i/f? OaseMdidn't do a 
very gcfod pb of this iasi year. The artists 
worked hard to make sure this year's dia¬ 
mond vision is much better. 


. Mew stadiums tike Tropkano ore ctuplkoted to 
near perfection. 


he first VR Baseball to 
^ appear on the PlaySta¬ 
tion took nearly two years of 
deveiopment, and the end 
result was a game that still 
wasn't ready for release. The 
awful framerate ruined what 
was otherwise a decent play¬ 
ing game, 

Needless to say, the develo[> 
ers at interplay have specifically 
focused or graphics and framerate 
for VR Baseball W. The team still 
believes it has the best baseball 
engine on the market, and that with 
some graphic and engine tweaking I//? Baseball 
'59 will be the best baseball game available. 

Last year's entire graphics set and polygon 
players have been thrown out and replaced with 


A Reakstte phycks an liw 
ball producet a variety csf 
hh lypes and resultB. 


more detailed look, And white 
this look still isn't on par with 
games like Triple Play W, it's a 
huge improvement from last 
year's game. The real key to 
VR Baseball W is the 
improved frannerate, which 
makes the game infinitely 
more playable. The realistic 
baseball physics, intuitive pitch¬ 
er/batter interface, solid control of 
fielders, and deep simulation ele¬ 
ments set up VH Baseball W to be 
one of 
the more 


A Vft '99 hci* galocv,^ which i* 
uire to pfecue font of Hfnukitionst 


A Tho camera ongfes do KKm nifty 
switching to immerse ycxj in the gcune. 
Th« cnmerci is #W owav as the ball is 
hit, sa you can run under if... 


A ...Once you've mopde the catch, the 
camera swings eround behind the 
fielder so you con see where the run¬ 
ners are. losy out, babyl 


promising games 
this spring, VR 
Sports may just hit 
one in this time! 


m 


A The bcrttH- intraductians aran*f as Intpresswe as in Tripfe Pksyt but you can skip right by 
them, which is key. Batting is the most ocrion in the sp^; who ccin wait to get to plate? 


IV10U5 Green Monster. the game manages to get the kwk just right. 



A f'Sm 1999 A A A A AAA A4* AAA J1.4.4A 
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MASS DESTRUCTION 


ANYONE? 


ACTUALLY, THIS IS DESTRUCTION 


FOR THE SHOOTER CONNOISSEUR 


TAKE A FLIGHT THROUGH A SURREAL 


METROPOLIS. DEEP CAVERNS AND 




THE COLD VACUUM OF OUTER 


SPACE, BLOW STUFF UP. BLOW 


EVERYTHING UR AN D TH EN Pi LLAG E 


THE REMAINS OF YOUR CHARBROILED 


ENEMfES. BECAUSE YOU’RE GONNA 


NEED THAT FIREPOWER {AND SOME 


MONSTROUS END BOSSES FROM 


TURNING YOU INTO SPACE GARBAGE 


PlijyStatlon 









Publisher Midway 
Develuper Midway 


u^tuni 



Release Date July 
Type Fighting 









* 




A You aren't sofe anywhere in the orena, 
so atwoys poy attenrion to what the 
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Midway takes 3-D fighting 
into a dark and violent future 

io Freaks is Midway's new in-house 3-D fighter. 
Originally planned to be an arcade release translated to 

heights in the arenas 

that cause you dam¬ 

the home systems, Midway recently decided that the game 

age when you collide 

would do much better as a home release first. That way, 

with them. Don't wor¬ 

Midway felt it wouldn't be releasing competition for its other 

ry, though—you can 


arcade 3-D fighter (''soniething-/C'omi55f"..). 

Bio Freaks takes place in a grim distant future. To settle dis¬ 
putes, warring corporations genetically build warriors to fight in 
special arenas. These "Bio Freaks" are the new alternative to 
war and all disputes are setiJed through one-on-one oombat. 
Midway has actually gone all out in developing a very thorough 
storyline for the Bio Freaks universe, which it feels will 
help pull you into the game. 

The first thing you will notice about B/o 
Freaks is that the game is in full SD. ft also 
has a cool feature rarely seen in 3-D fight¬ 
ers: you not only move in and out of the 
screen, you can also use jetpacks for ver¬ 
tical motion in the arenas, You 
can use the jetpacks to 
fly up to ledges 
and snipe at your 
opponent! To help baF 
ance out this advantage, 
many dangerous objects 
are located at various 


^ Buttxtye ii the moi- 
cot for Wo FraokfHe 
oHgIndly applied le 
be the poster child 
far the World 
WUcWfe 
Fovndofionr 
butr sadly, 
they turned 
hmi down. 






Each characrer hdfr d 
variety of obligalory 
winrung poses. After 
ofl^ kn't M lun to gloat? 


This guy's got a 
spike for one 
hand, and a 
sawbl«d« fer the 
athef^^yep, thu 
garnet geMn' on 
fYiting for sure! 


also knock your oppo¬ 
nents into them! 

In the weIFknown 
Midway fashion, Bio 

Freaks characters lose gallons of blood in each fight. Blood 
splatters everywhere during the match, and you can sever 
your opponents' limbs to hinder their ability to fight back. 
One of the coolest new features is the ability to kill your 
opponent anytime during the round, ft's fairly easy 
to see this move coming, but it's a great 
feeling to decapitate your opponent five sec¬ 
onds into the match because some¬ 
one wasn't paying 
attention. Just stay alert 
because the same thing can happen to you! 

Overall, Bb Freaks has the makings of another 
solid fighter Well keep you updated as we 
see even more. 


Long- 

Dtht-rnce 

^IG-HTING 

Each character has both long- and 
short-range attacks. All are quite 
damaging, so watch out! 


fiotK choiwfers started oH ftring—maybe 
one of Them should hove bkxkedi 


rYifljD-R 

C-hkn-hge! 

Bto Freaks is definitely not for the squea¬ 
mish. BesECtes the loads of blood each 
warrior loses during the ffght, you will 
also discover many different ways to cut 
them to pieces. 


Vtof^ ficdui^i 

► Opponenrs 
con kill each 

other with barely — _ 

any oF fheir life bars 

left, tt reality doesn't matter how stnuirg you are 
when you lose your head, it's oil over! 


<!;ci 

I ^ 


msf. 


- You con use your hover jets to get to 
different platforms in the arena. Just 
don't land on the rotors, because they'l 
chew you up in a second! 


\ LHUa detaiU like ffi«j|f ftying out of the 
guns ora all included ta make Aio 
FroaJcv look o* owl os pmwble. 


A h's much metre diFfimIt to hit your opptorienf A After you cut dFF your opponent's heod^ blood other player is doing. Otherwise you may 

with your arm cut off, will continue to spurt out for quite some time- get in the back! 



Ahhough only eight fighten are inMially 
sefectabie, we're sure the goma wiB 
have at huit a few secret charocters. 






^srn 195B , 


mflv 































































Publisher TH-Q 
Developer Sony CEI 


Release Date June 
Type RPG 


▲ Gorgeous badccfrops realty Hie 

garnet exf eltefif use of potygonot ^andKopes 
and chariacfer designs. 


A In dvT^ieons^ random battles ore replaced by 
actual confrontolions with enemy creatures luric- 
ing inside. Here comes one now! 


AYou have an overhead view during bottles 
Hint shows Hie exact position of yovr eneoiy 
when you're swinging away wim your sword] 


A With over sixty differwit type* of enemies to ; ^ j_ 
duel wHh< youH be backing and slashing ywr^ v 
way through each dungeon to hone your sIcBls. : z. 





'¥ The Granstream Sago revolves oround 
the quest of o young boy named Lune. 
4e^ out hi tonquer noT»s than the Devill 


cinemas interspersed with game pro¬ 
gression. The Granstream Saga fooks 
like it should definitely capture a large 
following of RPG fans who like their 
games to include lots and lots of 
movie time. Grab a good seat! 


A The lavender-haired girl behind Lune is one 
of the two low interastt thot will motivate a 
lot of the acticsn in the gome. 


A The gome begins as Lune's grondpo dispos¬ 
er of a section af the cgnHnent and sends It 
plunging to the sea below. 


A Packed with Ions of onimoled cutscenes, The 
Gronsfream Sago is sure to pleose gomers 
looking for an immersive experience. 




TH-Q jumps into the 
RPG foray with a 
new translation 


ultiplatform publishing giant TH^Q's track record 
includes more wrestling games than Japanese 
ports, but this may be changing. With the latest surge in 
popularity for RPGs, it seems the company has taken a 
keen interest in joining the rush to capitalize on a steadily 
growing market that has consistent demands. This interest 
is defined by the company's acquisition of Imagineer's 
Quest 64 for the N64 and also its upcoming translation of 
The Granstream Saga for the PlayStation. 

■ Released and developed in Japan by Sony, The Gram 
stream Saga chronicles the epic adventure of a young 
boy named Lune, Lune sets forth from the home he 
shares with his grandfather to conquer evil and ultimate¬ 
ly do battle with the Devil himself. Playing as Lune, you'll 
meet up with a whole slew of characters along ttie way 
who can help you out. You1l also explore 3-D dungeons, 
mostly from an overhead view, that are littered with 
over 60 different types of enemies, Youll only have one 
suit of armor throughout the game, but your upgrades in 
defense and offense will be absorbed into the suit to 
prepare you for tougher combat. Magic does not play a 
huge part in your character's attack repertoire, but some 
enemies will have magical powers that allow them to 


A You'll 
only be able 
to replenish your 
mogif meter by 
finding Kerns in 
maxes or winning 
rtiem in battle. 


attack from a 
Jong-range dis¬ 
tance. A!J combat 
takes place In real 
time, allowing you to 
defend, advance, attack, 
or move from side to side 
using separate buttons. The Granstream 
Saga also has two different endings, 
which entirely depend on which of the 
two love interests you choose. 

Features like full-colored portraits 
above the text boxes when each character speaks demon¬ 
strate the detailed touches that 
promise to Immerse you in the 
game's world. Granstream Saga 
also boasts an incredibly unique 
visual presentation [constructed from 
running character movement at 60 
fps), a completely 3-D polygonal 
world packed with real-time bat¬ 
tles, and an incredibly high<iuality, 
cinema-intensive experience. The 
Granstream Saga is definitely a 


A While tbe onacrooii' qhaniders lack cmy real facid detcnb. Hie lextbax porlraiti vWlI 
give you a good klea of what each character looks like up dose. 


A Lune's gnoidpa potsesses scene rothef imtefesling 
powers. Eke be^ able to access secret areas, thot 
Ivne only discevets of Hie beginning of Hie game. 








































































































Publisher MGM Interactive Release Date May 

Developer Interactive Studios Type Action/Strategy 




► A variety of differ 


enf weather efifects 


wiD detfinninfl 
tKe way vodotif bof^ 


armofra 


the b u l riefafJ , 


taYou>V]II 111 botttc Otl 8 

wide iis»ge rflei I in Ae m the rakIdlB 


of a com fWd to the ertilk wo^huidi. 


fans have a new war to fight 


Action 


D n case you fTiiss^ ihe tVarGsmes only directly.'conlrol one vefiide at a time, 

movie, high school student David you can give other vehicles orders and even 1 'I*-' 

. . - ^ ^ VW nS^lt O 

Lighting hacks into the government's milL set up waypoints for them to follow* This canwp«rtiw'iiaa^tn»to'c(M 


tary super computer, WOPR, and almost adds a bit of depth and strategy to the fe^itbi^ toaeefhabttdfrMiHmi 


starts World War IIL Wargames: Defcon l is aetiorvbased gameplay because you must 


set 20 years after the events of the movie, use specifIc vehicles to accomplish different 


and now David wofk$ for the Department of goafs- At different points in the game, bhng- 


Defense writing high-end military Simula- ing in more than one vehicle at a time will 


tions* !n a throwback to his old days, 


Wargsmes has 


David puts his simulations up on the 


more than 32 differ- 


Internet and tells people they are 


ent vehicles, and 


games to try out. You play as 


one of the gamers 


they, ihelude -jeeps. 


tanks, helicopters, and fuluns- a at rtM of e^ch miuiofly you 

Imme^criidy get to all of fm viM'' 


tic Mechs, among others. Each, 


the website to try 


vehicle has its own unique 


strengths and weaknesses that you 


must master to accomplish the goafs of 


realize is that the 


WOPR is taking your 


each mission* A split 


actions seriously, and that once again the ^ screen two-player mode 


lub^batriHwiiaka also lets players square 


fate of the worid hangs in the balance 


off against each other to 


WarGames is a unique military aaron 


determine who is the 


NORAD's conventional forces or the 


greater strategist 


WOPR's futuristic arsenal. You control sew 


With- its 'interesting 


A Corr^iat h a vmw oFbir wiih 


era! different vehicles in each of the many premise and excellent graphics, WarGames . many expio«wu. itwKi oxoctiy what 


goal-based missions, trying to gain military looks like a tide to watch for when it comes 


footholds'around the world While you=can - cut this May, 


The NO RAD forces are humanity's 
only hope against the mechanicai 
destruction of WO PR's minions. In 
general, NORAD has faster units 
that are a bit weaker. 


A Ttie helicopter is one of the most verso- 
tile units in the gome. It has good moneu 
verability ms well os good weopoory. 


A The jeep Is extremely fast, yet has 
almost no offensive ohltity. It con, howev' 
er, (oy down markers for the other vehi-^ 
des to follow* 


A This heavy tonk con take out just about 
anything thot happens to be in ite vyay— 
like this building! 


The WOPR's forces are the 
mechanized units of the 
future. They are generally 
slower but more heavily 
armed, so it will take a lot of 
firepower to stop them. 


A Tlte WOPk APC is hondy tor detnreriog A This heavy mech is one of the slowest 
troops into boses held by N^tAD* It can units of the gome, but it pocks the 
withstand ^ome serious punislunent. biggest puiKh. 


A This speedy little cyck is great for 
exploring terntory, but it con only take 
one or two hits before expbding. 


A This hovercraft acts os a slow yet 
highly maneuverable recon unit. It will 
serve a key role in devising strategy. 






































































































































v-yV k •*; 


Over 20 powerful spells 
AND 300 MAGICAL ARTIFACTS 


2 Player 

HACK-AND-SLASH ACTION 


3 UNIQUE 

CHARACTERS TO DEVELOP 












Join a companion on a quest to 
defeat Diablo and his dark minions. 
Storm dungeon labyrinths as a 
Warrior, Rogue, or Sorcerer, gaining 
power with every enemy destroyed. 
There can be no peace until Diablo, 
the Lord of all Evil, is defeated. 




PLAYSTATIOM 

EDITION 


MATURE 






"4 2 out of 5" 



1 ttiEEtnl Eirlertilninent M rtQlits msfved Etedtcmc Am ifi« Am are irademaiis; orraQ^sietad irad^FfiLii^.': 

and/kMTottwrmntKei All rights resarveEf logos aietradern»ie cri Scht^t Comp; 1 ^^^^ h 








you can execute Ryu's 


A FoHiowing hi Hue footsleps of every Srrwf 




1 T 

■ off the release of Marvel 

1 mJMM Superheroes, Capcom is now 

always manages to replace it with something new and cool. 

This time, the developers enhanced the combo system In a 

f planning to bring one of its more innov- 

way that may surprise you^they took it from Street Fighter 

1 ative fighting games home to the 

EX + Alpha. What does this mean to the gameplay? Well, you 

PlayStation—X-A^en vs. Street Fighter 

wifi now be able to link Super Combo moves together For 


vious X-Men game with the beloved 
Street Fighter characters definitely pro¬ 
vides some rather interesting 
matches. Cyclops vs. 

Ryu, Wolverine vs 
Zangief—the list 
goes on and on! 

Unfortunately, the one key gameplay 
element that made the arcade ver¬ 
sion of X-Men vs. Street Fighter 
famous will not be in the PtayStation 
version. Due to the memory limita¬ 
tions of the console, Cepcom had to 
completely forgo the Tag Team fea¬ 
ture. For those who don't know, the 
Tag Team feature allowed players to 
switch between two characters at any 
time during a nnatch. However, when 
Capcom must take something out of a game, it 


ately follow tt with a Super Hurricane Kick for a rather devas¬ 
tating combo. In fact Capcom has made linking moves 
much, much easier to pull off, which brings a 
whole new level of depth to a rather tradition¬ 
al fighting Capcom fighiirg engine. 

Even with the Tag Team feature taken 
out it looks like X-Men vs. Street 
Fighter still has enough new ele¬ 
ments to make it a must-have. The 
character designs look great, and 
the animation seems pretty 
smooth. Besides, the fusirpg of the 
X-Mer} characters and the mae- 
estabiished SireefFjghfer characters 
will ensure some legendary battles. 


< Sabretooth and Rogue are two bratid- 
itew chdrtMtOt 
surpdwtglyp they ore 


f V i ^ i ^ i'i ' fkJublQ ii Ll ii i ai - Nol 

re both pretty povrerivL 


hilten 
rtgfmr 
but mn 


Take on the mutants 
in Capcom's late^ 
fighting game! // 


Otiier heavy- 
from Street 
bocki 

they hondte 
■heX-Men? 


Capcom nas greatly enhanced X-Men's combo 
system by integrating cenain elements from the 
Streer Fghter EX + Alpha gsrne. This allows you 
to combine Super Combo moves to form a 
long and ej^tremeiy powerfu! combo. 


A After a Super Hadoken ftreboll, Ryu a -„Wilh o Super Hurricai^e Kkk, or any other 

i>ovy has the added option to faliow it up... Super Combo he hos in his orsenull 


Pubitsher CapcDm 
Develnper Capcom 


Release Date 2nd Quarter, I3S8 
Type 2-D Fighting 


A 


■Pick Yqu-r 
TE-Rms 

One of X-Men s niosi innovative gante- 
play elements is the team play, Instead 
of picking only one character to piay as, 
you must choose two. While you are 
fighting, your teammate waits off¬ 
screen and can be called to assist you 
at different limes during the ntatch 



h You choose your team from fhe cast of 17 
nharuderi. Howuvur, you can only reolly ploy 
os the first chameter you choose. The second 
charocfer wuiti off'Sereen ond only appeors if 
you execute □ Team Attack or Teom Reversal. 


As soon os your power bor is chorged up to 
cet least level twu, you con execute u special 
Teom Attack. Your teammate will jump onto the 
screen and combine a spociol ottuck with yours,, 
creoting a Huge combo. 


A A lest like the Alpha cesunters found tn the 
Street Fightet-Alpha gomes, you con use Teom 
Reverse Is to repel an opponent's attack. If exe¬ 
cuted ofter a block, your teammate will appear 
and attack your opponent for you. 


fTlflV 















































































Activision lays down the funk 


with its new car combat garnet 


f voti-re-artytfiin^ like us here at PS1Vl,: vbu dig car -The.game ^ 
combat games; And.if that's the.case, then weVe. raally .shinesrin: 


NortherHr 


got some .great news -for you:' Vigilante .5 Is eyen.:farther multiplayer rnode, 


flomellirow* 


atoiig'ftis moritlT/an(jlT‘stool<ingfantEBfc! We've where you and-a iriend 


more explosive screenshotfrto show yoi how canlfght it oot In one of the A(irab yBa«H(f»nie >heHbi, 


Hifporhmt to 


many levels:- While the dhfr ‘""if 9^!^ 


gemeHs-sheRihaiiR 


Eaeh^arena yoti'.fight;in is totalfy Mfitqite; ahci.aH ottSem playe.r rriode-Te pienly of fun. 


you^ne beHmd 


have'different fighting: .strategies. Jn:'th'e orchard-you .can it's.lhe twc^pfayer-mode-that 


your opponent. 


hide out in the trees'and wait for :an ambush,.and'.you. can will give-.%:/ante Sallof its longevity. You can plan onspends 


use.The; hitls;.m the airport to provide.cover from enemyfira .ing 


One .:Gif the; cppteat' thingsywevo foui^ |s';oFt-Th^ 


With. .g beatjng Twfefed.VeMgtomarket by et 


j wel”y6u';,^p ? anayaisnehe’by •'kpGpHtna' 


least a few months; Ifrlooks lobe a'must-buvllQr- aH fans this 


month: We'justthGught tha^ want .to 


everybody blse 


see. more, of .this - game, as-it. , gets-closer to 


-The vehicles'are al-.in. place'forthe most part. 


relea&e=^we can hardly wart! 


as 4s some of the music. The combination of 


style er>d retro htpness mak^ you feet like 


you some^trange Par battle-ih-.a 


derhented combination of Car Wash and 
floadWa/nbc And it's fun,, too! Trust us. 


trick—in a lemH VkfSflnto £ i* ahwayt mtonsew 


jk You mud' tlb ^wur bad to Ei«ef> track of —^ 1 Chock outtbot whlto tat flying ui from 


vriibf* off of tho con CMO- w aoch wojtcif or off tho ■c r —n o fi 3 I n to that 


they wifi get yw when you leott eiqM k+ thoti some 1ric|qr 




Publisher Activision 
Developer LuxoFlux 


Release Date Mey 
Type Vehicle Combat 








e+HlND 


TH 


In the single-player mode you could 
take the behind-the-car view, but why? 
The first-person mode is so much more 
intense, as you can quickly teli from 
these screenshots I 


A Oh no! Too many cars! In jiluatkifiis like this it's 
best to unload olf w your weopons into the cor in 
front of you and get the heck outJ 


■v^ 


^ tf this bus tfifver is anything like the guys that 
wed to drive os to school^ this player U in a heap 
of trouble. Now get to the bock of the bus! 


Skip 


A A-mw 


' wewsofu ore a 4 m 
cmriflig, flke rfiit c^ngufl. 
Ui if o i ' hJ iwtoiy, itw r r i MBW 
yaajqn rwvw whi. 


■Kill YOUf^ 
•Friends 

o 

The most intense gameplay mode in 
Vigilante 8 is the two-player death 
match. You must master the strate¬ 
gies of each particular level if you 
hope to survive. 




« Ahitiide is everything-^the Mue cor has an 
advantage here because of its lower height. It 
rests safely under the yellow car's shots while 
relenHess pounding away! 


A Homing missiles are extremely useful 
becouse no motter how much your Opponents 
swerve, they^e screwed. 


A Quch! Going headron is the best way to 
score yourself a mo^r headache* 











































































































Publisher Psygnosis 
Developer Psygnosis 


Release Date 4th Quarter 
Type Actiorr/Adventure 




Tint golem 


the fint bora yw 


four times the sizB 


of yotir chomder. 




intense i^idn and a 


luturistfe f^^ world 


sygnosis newest game 

Goiiiea'from tetieveldp- 


meiit ?studiQ3 tfi France, White 


the. story' is deep, and complicaleci 


the premise is. simpJe:^scape, or 


die trying tODP-get it?) 


ODT puts you in Gontfpj of pna of four 


charaeteFs te-a Quest to save mankind 


Not only Gtre ihwa pianty of 


ffom a ^adty plague,. As the garne^ 
starts; you’ve aVeaciy eornpleted your i«k* nvm«^ lo gvi 


A This sohber IS 


tha molt bol- 
rnKod of the four 


quest for a magical pearl that will cure 


eboractere 


the disease. Unfortunately; a rnystsrbus 


tart choose 


force has caused you to crash tend into a dark tower and you must go 


inside to recover the pderl 


of the.;characters.{a soteter,. .a feirrate.fighter^ amereenary 


[oner, and a wizard) has unique-skiils and abilities..They are 


aif balanced, differently for unique styles of play.-The. .char¬ 


acters, however, .can all-earn experience points-.to increase their 


stats as they go through the game This Jets you balance your characters 


to your own playing style, andadds a bit of depth to the game 


Gamepiey tates place frorn ■the •■thirdi3‘erson perspective'in-1 


underground caverns of the tower, ODThas loads of puzzles to solve and 


^ r ' ^ - dozens of enemies to-kill. The game is very action-ohented, with reflex^ 

(<■ OOf ha« q ww vangty csf cfTOfTitof for , 4 . t -.t - 4 . 

yen to fight. Some m greund.4>oHd while es beinQ just as important as smarts. To 3id yoL in your quest, you have 


othcn moy b« wmgBd p io nju t w ' B . 


dozens of different weapons at your disposal and many spells, ^u witf 


need alf the hetp you can get^^because^^^^^t^ cjdds are steoked agein&t 


youMhis wifi not be an easy fight 


True to Psygnosis' style, the graphics and effects are tbp-noteh, with 


areas that visually surpass almost everything we've seen in the genre 


ibeyVe beauiifulV lit with colored light¬ 


ing.-The game definitely conveys an ambi- 


endo-'bf Suspense;. All of ;the weapons-.and. 


speite look ■spectacular as weD-^rtuaily a. 


showcase.of PlayStation power. 


Tcmi muft search every room 


The storyirne progresses as you go along, .not 


oarelully for bomf thoi will 


■only-with.'Tlie chaFaGter youTe controlling, but also 


with ;ihe- rennai'ning characters off top Of th4 


tower-,. Remember you are humanftyte only 


This <rfiQlur« tooki Uko h« 


hope. You must escape...or die .tiying, 


vwould b« a nofty oppfOMoT 


even before orming himseie 


A This is another mystery that yag will wont to 
solve—who ore fhes-e people? 


A You will hove te manoge bqlh yogr state and 
your inventory to moke sure you con get oil the 
way through the gome. 


Your descent into The' tower 
IS both beautiful and frighten¬ 
ing. Never let the gorgeous 


graphics fool you into think¬ 
ing the world isn't deadly] 


Colored lighting set^ the mood in dungeon areas 
like this one,.. The otmosphere Is definitely spooky. 


Sometimes you must use your gun to brtghten up 
o dork room. Wotrh out for what yau might find! 


We^ve oil seen water done in other gomes 
before, but never quite so well. Very cool. 




1"A A A 4 4"4-4 4 4'4 4 4’4'4;'4:'4-4 4 4'44-4‘4'4'.4'4'4'J 
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Publisher Crystal Dynamics Release Date September 

Developer Crystal Dynamics Type Action/Platform 




1 



A ThU Fire Slorni attack U oiw of rtw first spells 
ritoi Akuji wiR learn. And of course^ iw wilt pick 
up even more olHlIfies as the gome progressed. 


A foflowng Hia gamers mature iheme^ Akup wi 8 
net be afraid le spill o IHtle bleed every new and 
tKerr—unless^ of course, ifk bis own* 


A Over 30 disimd' eimmes will be shofwcaaed in 
ibe gome, and eoch will be progreivifned with its 
own unique ertifkkil intellt^nce patterns* 


A Ibe podtel colors are very reffliniscent of Gex 2 , 
but the stuff that goes down in Akvp wwld score 
our favorite gecko senselessi 



elemenls and scoHered puxxkis to sohne, but at 


its heart the game is all about fasNpoced, bloodthirsty 3 >^P action, 


A Tou juit never know wiwt you^re going to come 


he^s so piMed tH^ he got kill 


before the honeymoonl 


Akuji is one pissed-off dude. 
He's cornin' bock from Kell 
wldi o serious nMd-an! 


Blood, voodoo... Not your average platformer! 


oT on the tali of Gex: Enter 
the Gecko, developer Crys¬ 
tal Dynamics is working on AkujT 
the Heartless, a platformer that 
trades in the cartoony feel of Gex 
for more adutt-themed action. 

In the land of Mamora, where 
voodoo magic is a way of 
life, a priest warrior 
arranges the marriage of 
his son, Akuji, with the 
eldest daughter of a 
rival tribe in order to 
bring peace to the 
land. Unfortunately, 
on the day of the 
wedding,,. AkujI's broth¬ 
er murders him In an 
attempt to disrupt the 
peace, Now dead, Akuji must 
rely on his voodoo powers to 
escape from Hell and return to 
Mamora. Talk about your bad days! 
Running on a modified version of 


the Gex 2 engine, Akajf the 
Heartless sports some new fea¬ 
tures that would make any gecko 
jealous. Fancy stuff like 'True 
Placement Technology" will ensure 
that Akuji moves realistically within 
the game's Jush 3-D environments, 
while refined Vertex light¬ 
ing should help to cre¬ 
ate a realistic, dark, 
and foreboding 
atmosphere. All 
of the enemies' 

Al is also being 
fixed, so each 
of the many 
creatures take on a more "nat¬ 
ural" behavior. For example, an 
enemy will only attack Akuji if he 
goes near them. 

Considering how good Gex 2 was, ft 
would be hard to imagine that Aku// doesn't turn 
out well, also Crystal Dynamics will just have'to 
make sure that the gameplay provides enough 
action and challenge, and that the camera doesn't 
get in the way, If those elements can come 
together, then this could end up being another 
very successful franchise for_ Crystal D, 


O N T4H-E 
LlCa+iTE-R 

5 l DE a a a , 

Crystal Dynamics has greatly enhanced the Gex 2 
engine, and one of those improvements has to do 
with the lighting. The developers now have greater 
control over the illumination of textures, which helps 
to provide a much more realistic environment, 


:>r: 


I ^ 


l ' ’ X ■ r 

V . ■ t ^ ' 

V.—JkaL^Si-- 

A With carehit ptotement of light sources in Akujr'^ 14 
bveTs, th^ developers can incHntain a constant mood 
throffghout the gome while sHII varying Ihe look. 




A Check out haw the fireballs light up the wall as they 
fly by! This neat effect but con lx easity crectted using 
the newly-rehned engine^ and it sure looks greotl 
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AGES 4 & UP 


WARNING! 
CHOKIKG HAZARD 

Small parts. Not for 
Children under 3 years 


f^ayStation owners who love 
action figures have a lot to celebrate in 
1998. Sure there have been toys based on game charac¬ 
ters in the past, but none were really much of a success in 
the marketplace. We are currently on the cusp of a major 
explosion of toys based on our favorite game characters. 
Will they be worth our money, or just more rehashings of 


Old-School Toys 

WeVe seen toys based on videogannes ever since the 
infancy of the videogames industry. The early toys 
were really more marketing materials that were most- 


existing figures? We decided 


A'’. 


look into the whole videogame-based toy 
phenomenon and get the scoop ourselves. 
We also go into the recent past to bring you the brief 
history of videogame-based toys. Toy collectors and 
PlayStation fans will want to read on to know what to 
look for on store shelves this summer. 


Tha Sfreeffightar 
vahiclei were ail 
modHiad aiid 
irepainled GA. Joe 
vehielet. The 
Dwoftotor was 
once the 6.1. Joe 
snow vohkie. 


A The Otg Dvg merchgndiamg is extremely rore^ even in 
Japan. However, much of the PatMon itvff miade it lo oor 
shoreft ond con itill be found in thrift ilorec. 


ly used to help sell a game or bring interest to it rather 
than toys actually sold in stores. In fact, many of the 
major early arcade games had some kind of product to 
promote it. PacMan had a ton of stuff, including pil¬ 
lows, stuffed animals, and mora Most of these prod¬ 
ucts were available only in Japan, but some eventually 
made it to our shores. Some of the coolest stuff was 
for Dig-Dug, like a little wind-up 
Pooka, Pooka blow-up dolls, and 
even Pooka hats. 

Videogame Action 
Figures: 1993-1996 

Over the past decade, several 
attempts were made to produce 
action figure lines based on popular 
videogame characters for major retail 
settings. Most were fairly unpopular 
and pretty much flopped, with the 
exception of only a few. In Japan, the 
videogame-licensed merchandise has 

never slowed -— 

down since the 
early days, while the LJ.S. 
market has floundered due 
to the poor performance 
of previous videogame 
ventures. Only recently 
have these failures 
faded from manufac¬ 
turers memory. 


< With the 12-inch 
StTAA* fighter 2 
fiplk, Guile con 
firaliy get Barbiel 


With the 
latest next- 
generation 
videogame explo¬ 
sion, toys based on current characters once again 
make sense and are on the comeback. 

The first major attempt at figures for the U.S, mar¬ 
ket was the Street Fighter I! action figures that 
appeared in 1993. The popularity of Hasbro's G.l. Joe 
had already seen its peak when the license to do 
Capcom's Straef Fighter ft characters was acquired, 
possibly as a way to regain interest, Hasbro used exist¬ 
ing G.l. Joe molds and simply repainted Them. Some of 
the molds needed reworking, but for the most part 
Hasbro didn't have to invest a lot of money to get them 
on the shelves, There were 12 figures in the 

series, including Ryu, 
Ken, Guile, Chun Li, 
Blanka, M, Bison, Ed¬ 
mond Honda, Dhalsim, 
Zangief, Vega, Balrog, 
and Sagat. The series 
also included three vehi¬ 
cles and a playset. The 
Sonic Boom tank came 
with Guile, which fea¬ 
tured a two-position 
tread system, a spring- 
action missile launcher, 

--- and a double "pom 

pom" gun. The Crimson 
Cruiser with M. Bison had a mashing bumper, mon¬ 
ster tires, a roll cage, and a spring-loaded missile 
launcher. The Beast Blaster with Blanka and Chun Li 
featured a double-firing missile launcher, The Dragon 
Fortress playset came with Ken and Ryu and featured 
a missile launcher, a bungee platform, a trampoline 
launcher, and a sparring target. Moves for the game 
were printed on the back of the toys' packaging. 

Next came the 12-inch G.L Joe/Sfreef Fighter ii 
dolls that are now quite rare. There were only four in 
the series—M. Bison, Guile, Ryu, and Blanka—and 
each came with accessories and weapons. The pack- 


A The siTialler G.l. Joe/^lmf M fig¬ 

ures had the cool swivel-arm battle grip for 
ultimote in poseability. 


A Street Fighter fig¬ 
ures hove €ome in 
many siies—these 
die-cast metal ones 
are the smallest* 


aging also had game moves 
on the back. 

Not to be stopped once it 
started, Hasbro also did two- 
inch, metal die-cast figures for 
the Street Fighter movie in 
1994, They weren't really 
action figures, but they were 
cool to put on your computer or 
on your window sill. The fig¬ 
urines came two to a pack, 
with six packs in the senes, 

They included Sagat vs. Ken, 

Balrog vs. Edmond Honda, 

Blanka vs. Dhalsim, Ryu vs. Vega, M. Bison vs. Guile, 
and Zangief vs. Chun Li. Again, the packaging featured 
moves for the game. 

1994 also saw the most successful videogame- 
licensed toys to date with Playmates' Primal Rage 
series, a series you can still find today The figures are 
about five inches tall and come with accessories like 
mini-worshippers and snap-on armor. They also have 
some kind of action feature like spitting or chomping, 
The figures are numbered and come with exclusive 
Primal Rage collector game cards. The complete series 
included Diablo with fireball attack, Vertigo with venom 
spit, Chaos with churl attack, Armandon with Bed o' 
Nails Tail Spikes, Saufon with bone 
bash. Blizzard with mega punch, 
and Talon with slasher attack. To 
make the figures more col¬ 
lectible, they even have dif¬ 
ferent color combinations. 
Playmates also released 
larger, nine-inch Pnmaf Rage 


Ab You reolly get vour 
money's worm wim the 
Prrma/ ftagm action fig- 
ures/ as they come with 
fovoral occossories and o 
couple trading cards. 


series figures that had an 
exclusive pagan-eating action. 

The line for this series Includes 
Sauron, Diablo, Chaos, Blizzard, and Talon. 
























Trying to cash in on 
the success of the 
Mortal Kombat (ran¬ 
ch isejn 1996 Toy island 
created a series of five 
figures from the Mortal 
Kombat Trilogy. The 
series included Sub-Zero, 

Scorpiort, Liu Kang, John¬ 
ny Cage, Sonya Blade, 
and Raider (spelled 
Rayden on the packag¬ 
ing). These figures are 
extremely ugly and are 
poorly made, with the 
sculpts obviously borrowed from somewhere else 
The other cheesy thing about these toys is 
that they come with all kinds of H 

crazy weapons, like missile back- 
packs and guns that have never 
appeared in any Mortal WSliniilIBHi 


> Sauron, in alt hii 
plostic glory, comes 
with di^uxe 
chomping cKtion. 


A This Irmitod- 

edition four-pock is just tho stort of tho 

Frnof Fantasy VW toy biitx. Each of tHaso figures wiil 5Qon 

be sold separately, along with others from the gome. 


1994 saw the farfhworrn Jm figures from Bandai. 
They were mostly based on the cartoon, which was 
based on the game. Considering that Interplay is bring¬ 
ing Earthworm Jim 3-D to the PlayStation, it might be 
time to start getting excited about this 
character again and grab up the & 
remaining toys that you can still 
in stores. The line has eight figures, and 
each is packaged with acces- M 
series and a sidekick. The line I 

includes Earthworm Jim and \ 

Snott, Princess What's-Her- ' m i 


Cloud. The five-rnch figures are exactly the same as 
those that were released in the Japanese market last 
year. Bandai simply repackaged them for the American 
market because of the phenomenal success of Final 
Fantasy VH in the U.S. Later this year, we will start to 

! ‘igle-packs for the four original figures, 
ngle-packs for the other characters from' 
ame. There's no reason why Bandai 
t bring over all the characters that 
ared in Japan, which means youll be 
able to purchase figures for Red X!l, 
Sephiroth, and C id High wind. 

From ReSaurus, Duke Nukem is the 
first character in a series of five from the 
popular Duke Nukem videogame. This 
aeefed-out steroid monster is very well 
made. His weapons have a cool, weath- 
ired-metal effect and there's even blood 
plattered on his knife. Speaking of his 
veapons, they are all taken directly from 
he game and include his knife, two MP- 
I the Devastator, which can be attached 
jack. The detail is high 

kind of special feature), Battlelord 
wea pon, a nd Octa B ra in with a rtl cu- 

of all game characters at the moment. An 
action figure based on her likeness is a wel- 
come sight and bound to be an undeniable 
hit. As we mentioned earlier, the first 


A Old Blue Boy in his plostic 
stofo rt now extremely hard 
to find. Dornl 


▼ A- Interplay is bringing 
Earthworm Jrm lo me 
PloyStaHon, but you can 
own your own 3'D 
Earthworm iim before the 
game comes out, as the 
line is still crvoilable. 


Videogame Action 
Figures Today 


The action figure industry is truly 
heating up. A mad rush is underway 
from a variety of different 
manufacturers to snatch up 
the licenses to all the major 
videogame stars. This has 
been going on for about a 
year now, but To date most of 
the "no-brainer" licenses 
have already been picked up. ft's getting to be slim 
pickings out there. Everything from Tomb Raider to 
Resider}t Evil to Fmf Fantasy I///has figures out now 
or arriving shortly. The frenzy is literally peaking as this 
is being written, with manufacturers fighting over the 
final licenses to the fast big titles like Tekken 1 

This time around, it appears that the 
quality and complexity of the original 
sculpted art that the toys are made of is 
of the highest quality. The Resident Evil 
figures may be some of the most 
detailed and finely painted action fig- 
ures ever. They are truly amazing, as 
well as being extremely disgusting. Big 
bucks are being spent by the likes of Toy 
Biz, ReSaurus, and others to really develop 
these toys and give them every chance to 
succeed. If the almost immediate sell out of the Lara 
, Croft figure is any sign of a coming trend, Then ^ 
the investments were worth it. The follow- 
I * ing is a rundown on what is available 
f and what's almost here. 

I This past Christmas we saw a lim- 
■ ited supply of the Final Fantasy VII 
action figures hit and then rapidly 
leave the store shelves. They are 
— extremely tough to find in stores, 

although Bandai has said that more unats ^B 
will be hitting retail outlets soon. They come in pB 
four-packs that feature Cloud, Aeris, Tifa, Barret M 
with a Chocobo, a frog, and two swords for 


A If'i Joliiiny Cag«^ and 
hv hai a baxookal He 
alsa lias a swivel battle 
grip, much like the GX 
Joe figures. 


Mucus, Henchrat and Evil the Cat, and Bob 
and Number Four. 

Bandai came back in 1995 {after starting with 
Earthworm Jim) with action figures based 
on the Mega Man cartoon. All the Mega J ^ 
Man figures had removable | 
and exchangeable ^ 
arms that shot 
The assortment 
included Mega Man, 1 
his dog Rush, Cutman, J 
Bombman, Protoman, and 
Gutsman. These are 
extremely hard to find and 
worth money to the right 
people—especially consider¬ 
ing the success of the fran¬ 
chise on the PlayStation and 
the new Mega Man game in 
the works. !f you're one of 
those people who just 
passed by the rows of Mega 
Man figures in the store a few years ago and never 
picked one up, then you should be kicking yourself 
right now. 


^ A Duke Nukem (above} and 
hif enemies are exlremely 
detailed. Pigcop (lef^) 
and Banlelard (right) are 
both eagerty anticipated^ II 
as the Duke figure needs 
something to shootJ Ju 


A Earthworm 

Jim^ trusty side 

kick Peter Puppy 

ccmies packag^ 

with two figures, his happy 

stale and his angry state (pic' 

tured here}. 

























0 dition of "Video 
Game Superstars 
9^ Presents Tomb 
Raider Starring Lara Croft" 
figures have been pretty 
much all bought up. This isn't 
■she looks fantastic 


surprising 

at five inches, even if she is in a 
coniorted pose. The arms can 
'( be rotated at the shoulder, 
^ but she only has one or 
^ two real poses. Lara 
comes with an Evil Bat and 
Atlantian Guard, and of 
course she's packin'. Her 
^ weapons include a nine 
millimeter Barretta and sub-auto Uzi, which both fit into 
the removable holster. She also comes with the 
Street Sweeper gun and the Ml6 Auto 
Rifle. This is kind of a grand experiment 
with Toy Biz, as it has couple of other 
videogame lines on deck. If the Lara figure 
is a huge success, the series may be 
expanded beyond the current figure. We 
have no details yet. except for a suggestion IMh 
that future Lara figures will be in different k 1|H 
outfits. Look for her to retail at all the major WHjH 
toy stores for under $10, MS 

The first collaboration between Toy Biz WEb 
and Capcom is the assortment of five-inch 
Sfreet Fighter Vs. X-Men action figures. The 


A Lara is 1 
the only fig^ | 
ore in tno 1 
sorieSf but 
she% a hondful 
all by herself. 


A Wo)v«iin« has a fwfping octiofi, the ^Ber terser Barrage," 
when you squeeze his legs. Akuma has a "fierce" punching 
action ond comes with a fireball accessory. 


A Chris comes with either a flamethrower or rocket 
launcher. A button on his back also raises his arm to 
shoot and turns his head. Cerberus splits in half to reveal 
his maggot-ridden instdes when you hit its button. 


character and one X-Men character In each pack. They 
wi^l also have some kind of action that is supposed to 
emulate an actual move from the game. 

These first eight figures from Toy Biz and 
■H Capcom are only the first edition. In the second 
edition, the quality of the figures will be great— 
Toy Biz is putting its money into completely 
unique and detailed original sculpts rather 
HkI than action motions. The figures will also be 
much more articulate, with joints even at 
the ankles I These are reported to be look- 
MW IB m ing hot, although we have yet to see any- 
QKSjH thing from this series. Capcom has said 
that Cammy will be wearing a doth 
cloak like the one she throws off in the 
game, and that her hair will have a more anlme style to 
it. Chun Li is supposedly a sight to be 


would only notice upon dose inspection but add 
immensely to their attraction In addition, each figure 
has some kind of action motion. 

The Resident M figures will be sold two to a pack, 
The first series for Resident EvU 1 will have nine figures 


A A^aggof'jt body parts are removobte. forest Speyer 

up from the dead and raises hi* hand* when you hit 
ms hidden button. 


Ken has 
a Dragon Punch and 
cames with a clip-on 
flame, Sabretooth 
has "Bfrrzerker 
Clow" action, and 
he marls when you 
squeeze hts legs. 


total—the Tyrant boss is larger than the 
rest and thus will be sold separately. 
Two more series will also follow: 
Resident Evil 2 and Resider^t Evil The 
Movie. As far as any extra editions go, 
no new molds are planned but new out¬ 
fits are possible, like an overcoat for Jill 
or some minor color changes. 

The Resident Evii 2 figures will be 
out some time late in the fourth quarter 
of 1998. They will be sold in two-packs 
once again, with only five figures 
planned for the entire RE2 series. One 


seen, also. Once again, they will be packaged in four 
twopacks: Rogue vs. Cammy, Apocalypse vs, Chun Li, 
Juggernaut vs, Dhalsim, and Zangief vs. Gambit. 

Possibly the biggest and most well done line of the 
entire videogame lot may be the planned Toy Biz 
Resident Evi! series. The first of the series will be out 
in stores everywhere in June, and they will retail for 
under $10. These figures are worth saving your money 
for, as they are some of the most detailed and well 
executed action figures in the entire toy industry, j# 
Each five-inch figure has little nuances that you iHh 


t cam«i with a clip-om "Optic Bla*f'^ laiar boom. 
Bison ha* doubl«*fierce punching action. 


A Here^s what 
the pockoging 
foe the first 
series of 
Resident EWi 
action figures 
wilt look like. 


heads and bodies are from resculpied X-Men figures. 
Considering that fact, they aren't too bad and are true 
to the original characters, Akuma looks great! The back 
of the packaging will feature an actual stage from the 
game that is meant to be cut out and used as a back¬ 
drop for displaying your figures. A total of eight figures 
will be divided into four twopacks, one Sfreef fighter 


4 T Hunter hoc a ewip- 
ing arm matian and ic 
fully articulated^ and Chi 
mera^ head camec off. 


▼ Jill come* with o 
bazooka* When you hit the W 
button on her bmk., her B 
arm raise* to shoot while H 
Hi her head turn*. The cpi- B 
der i* suppoced to bud e 
open when you hit it* 

^ ‘ head with the bazooka^ 

# and litlle clrung-logether 
spiders will pop out all 
over Jill. 


Magneto has a 
removobte helmet and 
comes with a mag- 
k nelic blast boll 

■ accessory* Ryu 

B come* with Fierce 
I Punch action ond a 

■ hrebatl accessory. 


































Wfth afl these amazing videogame-based toys hitting the stores, we started to 
wonder whether any odier videogame characters should have toys based on 
them. Here's what we came up with: 


^ Tlie Tyrant i» larg«r than the 
rest, and he Features a pumping 
heart. The packaging he comes in 
will become a chaiTibei' ployset* 


▼ The Lkker still sports the 
nqther unpleasant 
French kiss of death. 


with the RE1 figures, Leon's 
arm will raise to shoot and his 
head will turn when you hit the 
button on his back. The ticker 
will have a tongue flapping mecha’ 
ntsm, and it might even be able to stick to the walln The 
other two-pack supposedly has Claire and the Zombie 
Cop. Claire will have the same motion as the Leon fig¬ 
ure. The zombie cop will come apart at the waist, and 
his brain will be attached to his removable hat, The final 
pack is reported to have a seven-inch G-Virus figure 
that will transiornn from G-Virus three into G-Virus four. 
Since the script is still being written for the Resident 
Evil movie, none of those action figures have been con¬ 
ceived yet. They are on our horizon, though. 


n i 


A ThcK are some shots from this year's big Toy Fair 
thaw. The ResidertP ivi/ packs will include Leon with the 
Ucker and Claire with the Zambia Cop. 


Videogame Action Figures: 
The Near Future 

A lot of figures are coming 
out as we speak, but we also 
have much to look forward to. 

As new licenses are just now 
being snatched up, there 
be a bit of time 
before we start to 
see 


^ A Thank* to RoSaurut, you 
will actuolly be abte to pose 
Crash Bandicoot (above)* The series 
will include oil of Crashes friends 
and enemies, including that mean 
old M. Brio (lefl)* 


ucts, it's enough to get you drool¬ 
ing, though! 

In the fourth quarter of 1998, 
look for an action figure line 


Parappa and Friends: Pull the string Colony Wars; Micro Machines for all of the 
and they rap just for you. super-cool space ships. 


Dead Or Alive: Figures 
with a button that activates the ^ ^ 
infamous ffoA "bounce"... | 

Metal Gear Solid: These figures 
would sport Super-twist spy action and come 
packed with a bunch of C4. 

Jumping Flash; a bouncey Robit packaged 
with some MuMus. 

Castlevania: The whip grip is a 

must and lots of items. The fig- 

ures would actually turn into 

different forms {mist may be 

tough to pul I off, though). ioMBt 


Mortal Kombat 4; All figures 
have head-ripping fatalities. 


Abe's Oddysee: Abe's figure 
would feature fart smell action, 
and a meat-pop. 


Gex: A stuffed Gex with non¬ 
stop talking action. 


Team PSM; All staff 
members with dead¬ 
line-crunching action. 


from ReSaurus based on the 
Crash Bandicoot franchise. 

Nothing is in writing yet, but 
the series should include all 
of Crash's friends. 

lA^i/d 9 is not even a game 
yet, and an action figure line is 
already planned! Not much is 
known about this line, but we 
are assuming that the series 
will have nine figures. That's 
about al! that we can guess, but 
more information will proth 
ably flow after the game 
hits store shelves. 

Another mysterious but 
probable series will be based 
on Marvel Us. Capcom. Toy Biz 
will be doing this line, Considering 
the effort and backing Toy Biz 
put behind the other Capcom 
licenses, these toys are sure to be of extremely high 
quality. It's much too early to speculate about what 
they will look like, and if anyone does know they aren't 
talking. No release date has been set at this time. 

Possibly the hottest license of all is for the Tokken 
3 characters. The word on the street is that the license 
has been picked up by somebody, but no public 
announcement has been made about who the manu¬ 
facturer is, Namco isn't talking, either, PSM will bring 
you more information as it surfaces. 


< WeK if 
one of the nine 
charoctar» 
from Wr/d 9 
that ihould 
b« cofTiing fa 
□ toy store 
iwar you. 


^ It is unknown whethor Hie 
Tekken 3 figuros will hovn move¬ 
able parts or just sport one pose- 


Sure, children like toys, but the lat¬ 
est gallery of toys based on game char¬ 
acters also seem right at home with 
aduits—especially with some of 
these figures approaching art. 
These are only the beginning, 
mark our words. This industry 
is on the cusp of a massive 
trend, and you heard about 
it from PSM first! 


LuherB ra 

go For mare info 

Want to find out more about these figures (and 
action figures in general)? On the web you can go 
to http://www,tovmania,com. This site is constantly 
cared for and updated, and it's easily the most pas¬ 
sionate and informative site on the web for action 
figures. You can also check out a small publication 
called Toyfare, which is pubUshed by Wizard 
Entertainment, This monthly publication covers al! 
the latest action figures with humor and experience, 
and ft's always a good read. 
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RACING + COMBAT = DONATIONS! 
To finish this vital equation, we need your help. 
By engaging in conibat at extremely high speeds, 
you'll send relief to the people who need it most. 


A wreck like this can 
save up to six people! 


‘M’m a quart low.” 


“Hemoglobin please.” 


ROAD RASH 30 


It s a whole new breed of Road Rash. Four gangs fight you to the finish in a perilous 3-D world. 
And the thrashin beat of an Atlantic Records'^ soundtrack keeps your pulse from stopping. Hopefulty 

www.r0adra5h.com ELECTRONIC ARTS" 



■ 



fkBd Rash afid Etedjonic Ms m trattefnaite or re^efct) Irartemarkl or Bficttcrih: Ms in the U.S. and/or other countries. PlayStation and tte PlaySWIion logos sre tr^terrisilts ol Sony CompulEr Entelairanent Inc. 


The ROAD RASH Blood Drive 

‘JOIN US IN THE RAOE 

TO GIVE blood: 

—Peter Plasma 












D he latest game in the Need For Speed smes will challenge 
even the most experienced drivers. Each of the nine tracks 
are tough, and they all feahire various shortcuts—both apparent 
and hidden. Some shortcuts will help you get ahead in a race, 
while others help you avoid police road blocks and spikes. To 


bring you the best possible advice on winning, we went straight to 
the Senior Producer for the game—Hanno Lemke. Lemke has 
detailed some of the crucial tips for beating the game in bodi nor¬ 
mal and Pursuit Modes. He's also laid out what it takes to legiti¬ 
mately open all the secrets, so get ready to bum some rubber! 





I 


Opening the Second Four Tracks 

The game has eight regular tracks and one bonus track (Empire City). The first four 
regular tracks are available immediately to all players. To earn each of the remaining 
four tracks, you must enter a Tournament. The Tournament presents you with each 
of the eight tracks in sequential order. You must continue to place in the top three 
positions (based on total points earned) to get to the next track. If you get to one of 
the previously locked tracks in a tournament, it becomes unlocked and will become 
available in the other game modes. 


A wiHrti ytHj gti* to me secena mge or me Do^inner vourno*' 
nwitr you livwld twitch to the bimborghini Dtdbk> SV. 


The Best Car 
for the Job 

Beginner 
Tournament 

Jn the first stage (first 
four tracks) of a Begin¬ 
ner Tournament, you 
can only choose from 
the first three cars (the 
Ferrari 355 FI, the 
Chevrolet Corvette, 
and the Lamborghini 
Countach), If you are in _ — 

Arcade nnode, the Ferrari 355 FI is probably the easiest car to drive. In Simulation, 
the easiest and most balanced car is the Chevrolet Corvette. However, each car has 

advantages and disadvantages, depending on the 
track you are on and your particular style of dri- 
ving. You should experiment a little bit to see 
what works best for your style, 

The second stage of the Beginner 
Tournament (the last four tracks) makes 
the next three cars available (Italdesign 
Nazca €2. Ferrari 550, and Lamborghini 
Diablo SV), so you'll have six cars to choose 
from. For the highest chance of winning the 
Tournament, you should select one of these newly available cars. 


A Die Ferrari i* the bmtt la ttort with, 
but who con recist thii new Corvette? 


Expert Tournament 

For the best chance of winning the Expert Tournament you reed to win the 
Beginner Tournament, obtain the Jaguar XJR-15, and then use it for the Expert 
Tournament. Otherwise, the competition Is very fierce, and placing first is tough. 


How to Earn 
the Race Cars 

To win the two " racing 
class" cars, you must 
enter a Tournament, If 
you place first in the 
Beginner Tournament, 
you will be awarded the 
Jaguar XJR-15. If you 
place first In the Expert 
Tournament, you will 
be awarded the 
Mercedes CLK^GTR. 


A Th« M«vc»d«i CtX-GTIt if one of the hottevt car* in the 
game ai well at being one el the hordest to earn. Once 
you earn it though, it will become your cor of choke. 


Unlocking the Bonus Track^ Bonus 
Car, and Advanced Simulation Settings 

• To win the Bonus Track (Empire City), you must place first in the Beginner 
Knockout competition. 


• To win the Bonus (2ar, you must place first In the Expert Knockout competition. 
Tip: If you've unlocked one or both of the race cars (Mercedes and/or Jaguar) and 
are playing the game in Simulation mode, do not chose either of them to win the 
Expert Knockout until you have unlocked the Advanced Settings (next tip). The 
Expert Knockout randomly selects weather conditions, and rain tires are only avail¬ 
able from the Advanced Settings menu. The racing slicks that come with these two 
cars make driving in the rain very difficult (if not impossible). 


• To use the Advanced Simulation Settings (they allow you to set up your engine, 
braking, and handling parameters) In a Tournament or Knockout competition, you 
must first win the two modes without the help of these settings, A tip is to win 
these modes in Arcade mode first, and then go Into Simulation mode and set up 
your car to compete in the Tournament. 


• Of course, other hidden items are available by entering cheat codes, but those are 
top-secret for now. As soon as we find them out, we'll run 'em here in PSM! 


Playing To Win 

Stay ahead of the police (at least half a car length) to avoid them pinching you Into 
a wall. Be the aggressor and hit them first, before they hit you (so you can stay In 
front and control your balance). If they hit you first, they may knock you off balance. 
If you have a cop on either side, try spiking the brakes quickly to drop behind one of 
them and then pass them on the other side. Be careful not to slow down too much 
though, as they'll pull you over If you do. 

The other tip Is to get very familiar with all the little shortcuts and jumps on 
each track. Police road blocks and spike belts can be avoided by using these at 
the last minute. Also, cops don't take shortcuts, so you can gain some time by 
using them. Again, remember 


that the shortcuts must be 
taken quickly, because slowing 
down below 60 mph may get 
you arrested. If you gel pulled 
over, you will want to sit and 
wait until the police have taken 
after your opponent before 
you take off again. 


A Tfw pursuit mode can be Iwgh, espedol- 
ly in ihe eicpert mode. This is the result that 
you do not wariH 


A You hove to be a9gressfve if you're 
going to survive against the cops. Try tum*^ 
ing into them when they're beside you. 


nrifiY 
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hnoLU your opponenrs: rhe diFFerenr driver persanaliries 


Each opponent has a different driving style and a certain level of road 
rage, so interaction with them can drastically affect your race. Read 
through the blowing bios so you know what to expect from them. 

• ICE is the #1 racer He is very fast, and his racing Is as cold as ice. He doesn't 
make a lot of mistakes, but he's a fairly clean racer. 

• BULLU is very fast, but more aggressive than ICE. He'll get a speed burst if you 
hit him, ar^d will try to knock you off the road if you pass him too closeJy* 

• SWERVE has a looser driving style. You'll have to pass him on the inside of cor¬ 
ners to get by him. 


• TAD is a bit slower, but is pretty even keeled. His reactions are pretty harmless, 
as he mostly honks to show his disdain. 

• KARKAS is the slowest of the racers. He's a bit nervous, so honking at him per¬ 
sistently can make him swerve off the road. 

• BLAZIN is quite quick, but you can beat him if you're good, He'll try to block, but 
you can usually squeeze by him if you're fast. Once you're ahead of him, he is per¬ 
sistent in trying to get back the lead. 

• TERROR, as his name implies, is VERY aggressive. Hell block and cut you off, 
Don't piss him off by honking at him, as he'll make it his mission to knock you off 
the roacH^ven if it means turning around to chase you down. 


The Shortcuts and Other Points of Interest 

The following tips are to be used with mirror mode off. Some shortcuts are good for shaving lap times (if done rightj, 
while others are for avoiding cops. Try taking these same shortcuts in reverse mode for a different effect, and keep your 
eyes open for new possibilities because of the changed direction. The last four tracks are simply longer variations of the 
first four tracks, so the shortcuts for those areas of the tracks that both versions have in common will be the same. 


^ Indicates Starting Point 

V_ _ J 



adhM at tli« dMibI*- 
oitlMd bridgoi ta 
ovwd polk* fpikts arid 
vQod slbfki. It dwtnt 
hifea ony thn* off arid 
li toMm to n*Qadai*r 
bot ViTk«n in a pock it 
may b* flw ¥ray 
to Qfot ahecad. 


You can obrayt 
boot Iho Al 
n*iits otflianm 
90 -dogr** iriglif 
comor in tfietown, 
Oet roody to hit 
tbo brokoil 


Sometimes the 09* 



like to toy thw 



spikes at Hie churcKi 


1^11 

so go to H10 right ^ 



between Hio tree 
and the church to 



ovoid them. 








You con crovh 
through tho 
fence ot Hie 
radar itfstkm to 
ochiov* o bolMr 
line and rtwre 
cRMind 

cum. 


i^»ad 

eu 


You con 
■a ka out 
the gir^bri 
imdor iho 
raiircMid 
frock 
whhout 
crofhKng 
or loving 
Apoed. 






ii? 




Go to rivo 
right ot tho 
oixhod rock 
for a botter 
lin*. It h oJso 
vfioctfvo out o 
way to ovoid 
Ih* coec,. 


Juft bof br o di* hokpin, you 
con veer right off me rood. 
This lets you imdce a wider 
(eft turn as you ooss hock 
over the roodvraj^ go»iig 
botwoen diff wofl ond 
the balancing rode. There is 
a patch of on the other 
side of the roadway to fin¬ 
ish th« turn on< This will 
save you o laeond or two 
if you can pull it off. 


Alter Jhe auiyon 
with all the ebsla- 
des in fho miikflo, 
a porit to fhs rigf)ft 
wm take you by S 
somo dino bonos 
and launch you 
across th* eourtb 
to onoHier led^ 
Use this to avord 
the cops* 
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Around (ho fint right tum^ 
you «ofi go |o Ihe obuvo 
lh« track through a MnaDor 
ho]« Itian the main tunnel. 
When you come out the other 
side, you can hit a rwnp that 
w 3 l launch you over ony hrcfHic 
or co^ H-may not save you 
timo, but it con dehrately save 
your butt in fHinuit moM. 


■ irVt'f jwal-Sv.Cr 
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At the outlot of the storm 
drain area, you con go to 
the rit^ to wtiieve o beh 
ter line through ihefoHow^ 
ing hard left turn* 
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At the S-curve |usi after 
the second tui^nv the 
best line is to cMve off 
the reed to the left 
between the EA sign 
arbd the left woll. 














Before you get to the pwr, find the 
opening on the building to the right 
CM use if to cut out port of the 
frock. 7 ^ turns in this shortcut ore 
extremely diffkult lo ragofkil»f so 
you moy loose rime using it« 
However, it can shave seconds off 
your rime if you do if weB; this one 
IS also good for avoldtng the cops* 
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You con take a 


You con pull off the 
rood to the M cMin 
hero. The poth wnl 
toke you me length of 
the sfroighlctwaw and 
drop you off bi rront 
ol the tunnel. 


Vt- <■- w, - -‘ • - • 
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On the ieft and right 
sides of the rood ere 
some jumps thot wili 
help you avoid the 
cops. The jump on 
the right under the 
rock orch vrill give 
you the best oir. 
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A big |iiinp u on 
Ihe ri^, )ust 
before the hrwn^ 
which will oRow 
you to jump 
safely over any 
roadblocks in 
your way. 
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At the S^urve in 
town, itoy 

|H sfro^ht and use 
the romp to 
gH jump over the 
^9 puBi£ngk smalt 
stoop* Hiis wiU 
I'I definitely save 
■ ' you sonw time. 
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After you wove 
the lowHy ybii 
con cut ihroii^ 
to the leh of me 


71 ^ 




HHr ’ ■ i’- '"■^" ■ 


to the lett of the 
first comer* This 
wil save you 
some, time and 
help you elude 
Ihe fuzx. 














: off the road and to the 
left that will take you 
; the length of the 
; itrajghiciway, ovcitd- 
; in^ ony rood blocks or 
_ spikes. It is kind of 
-S| hard to see; juft look 
for the spcxe l»lween 
^ the trees. 


Just offer you start 
the rcwe and right 
before the first turn, 
you con go off the 
road to tm right. This 
will allow you to cut 
the corner and launch 
over any cops, oppo¬ 
nents, or traffic. 
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Coming out of the second-io- 
lost switchback mm, go wide 
left off the rood and onto a 
path that extends the length 
of the follewing straightaway. 
Use this only when avoiding 
arrest, as it won't toko off 
any finte^ You will catch some 
air at the end, however.^ 


'hT' 






rV*, 








iri»i:^i> 


Ik 




& 




PMgi 






After the series of 90^ 
degree turns, look for a 
patch of trees on the 
right down the stiaight- 
flwoy. If you're careful, 
you can negotiate 
through the trees back 
onto the rood, cutting out 
o portion of the frock. 
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Acsczrxis^ 


You con drive 
between the school 


■TJ C 


and the flog pole to 
ovoid a roodolock. 
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Eoriy in the course, 
oflor the corkscrew 
turn, there is a little 
shortcut in the white 
woH on the right that 
win cut through the fol¬ 
lowing comer. It's □ 
shorp turn, but it can 
sove you some lime. 
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In the next right turn, you 
can crosh through the oorH- 


can crosh through the bom- 
ers and fake the tunnel on 
the right. It IS narrow, but 
you come out of the normal 
pcfth with a better Hne. This 
tunnel con be useful in pur¬ 
suit or even knockout mode, 
and it^ faster. 




















Take the left lun- 

rtel where the 
road splhs for the 
better fine. 


0o for left, around 
the outside of the 
tunnel, for another 
Little ^wrtcut thot 
con give you 
speed and a way 
out if the cops ore 
after you. 
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Just before the ski lodser yvu 
can pull left onto cm of^rcKad 
pKith that will give you a strcright 
shot under the gondola and into 
die next turn. It can stay on 
the path, then lhij> can really 
moke up some rime. It's oUo 
helpful when you wont to get 
away from the trofric or ovoid o 
nasty surprise from the cops. 
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You can cut the hard-' 
right cernef at the 
sawmill by driving up 
the snow just before it, 
You^ll oEso colch some 
amazing air. 
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At the next hard right ofter the 
sawmillji wu can go wide into the 
snow and around the trees, or 
you can try to cut the comer and 
get some air at the same ttmel 





Halfway through the wider 
area of the course, you can 
steer wide to the len and 
drive up onto a couple of dif¬ 
ferent paths that will ke« 
you out of the low's roocn» 
They won't give you any 
extra speed, however, and 
they're trkky to manage. 




You con cut the cor* 
ner at the lost tem¬ 
ple by using the 
romp to junw 
across the oltqr, 

This will save you a 
ton of time if you 
don't crash into the 
pillors beyond. 


advicB an 
pursuit made 

The Car To Use 

Because Pursuit mode can involve a lot of physical con¬ 
tact between the police and your car, there is a strate¬ 
gy to selecting your car to win a race in this mode. The 
heavier your car, the better chance youII have to avoid 
getting knocked off the road. However, the heavier cars 
are typically slower. The Lamborghini Countach is rec¬ 
ommended for beginners. It's one of the heavier and 
more stable cars, but it still accelerates quite quickly. 
You can review the statistics section of the game to 
view the weights and acceleration measurements for 
each of the cars to assist in making your choices. 



* The Lamborghini Countach is the tor to use in Pursuit 
Mode^r as it is one of the heaviest in the game. Use it to 
muscle your way past the police cars and stay on track. 
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“The average person has 12 pints of blood. We’ll take it!” 

Peter Plasma 



HOW IT WORKS 


Use weapons or oncoming 
traffic to siow fellow racers. 
And fid our aweiting tanks. 




















ran Tarismo is an incredible racing game. Just be warned, 
however—it's not like any other racer. It takes time and 
effort to get used to the ultra-realistic handling, so be prepared to 
persevere. To help you on your way to racing fame, we’ve put 


together a comprehensive guide that covers driving, winning 
money, selecting and tuning cars, and much more. Read on to learn 
how to get the most out of this amazing, in-depth racer. 



fhe Fasresr way to win 
and earn cash 




A So, are you ready lo hit the tracks? 
Thu is wivm it all 


ere's the quickest way to win all the races 
with the least amount of cars. This way 
you can earn the most amount of money to spend 

on the best carsJ 
First, earn the B 
license. Then buy 
a used Honda 
Prelude and win 
the Sunday Cup 
GT race. Sell both 
the Prelude and 
the Deniio A- 
SPEC that you 
win. Now buy an 
'89 Nissan GT’R (best power-to-weight ratio of all 
the Skylines) and spend the rest of the money you 
have on a muffler, hard roll bars, and tuned ROM 
{and anything else you can afford), 

Next, enter and win the 4WD Event Race. Sell 
the car you win and pour your money into fully mod- 
ifying the Nissan GT-R. SS racing tires, the rest of 
the suspension modifications, and an intercooler 
should make the 
car competitive 
enough to win the 
Bronze League GT 
race. Just don't go 
for a turbo stage 
tune yet~wait 
until you can afford 
a stage IV tune. 

Assuming you're 
able to win the 

Bronze League (if you can't, keep trying —use the 
cash you win to keep modifying your car until you 
dol, sell the Z28 (3amaro 30th Anniversary Edition. 
Now go and get your A license. 

You should be able to completely finish tuning 
the Nissan GT-R by buying everything available, 
including the all-important weight reduction. Don't 
buy the racing body, though, Enter the Japanese Vs. 
U.S. Event race. Win this and you get the Mitsubishi 
FTO Limited Edition—the best alkound car in the 
game. If you're unlucky, you'll get the Chrysler Viper 
GTS-R. It's a brilliant car, but you have lo be a great 
driver to get the best out of it. If you win the FTO, 
select it and enter and win the Silver and Gold GT 
Races, Otherwise, use the Nissan GT-fl. Now you 
should be getting rich. 

Now compete in the Mega Event race and sell 
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A You coil apsn up Ifw Hi-Fi modo in 
the GT Looguo, 


the Toyota Soarer 
that you win:. Buy 
the Viper RT/10 
(or GTS if you like 
it better) and 
enter the Normal 
Race. It's fairly 
easy to win with 
this car, thanks to its huge power. 

You should be ready to get the A Internationa! 
License. Once you've got it, use the Nissan GT-R to 
win the tuned race (with 939 ps, you should be able 
to win this with ease). Now you should be absolute¬ 
ly loaded with cash. 

Use the Mitsubishi FTO Limited Edition to win 
the Japanese Vs. British race (or use the Skyline if 
you haven't won an FTO), If you win a Viper GTS-R 
or the Cerbera Limited Edition, use either car to win 
the U.S. Vs. British race and thus complete the inter¬ 
national race series. If you're really unlucky and win 
neither race, tune your normal Viper RT/10 (or GTS) 
to the max and use that. Use the Viper GTSrR (RT/1 0 
or GTS, whichever you've got) to win the FR Class 
race and buy an FTO GP-R Version, which you 
should then fully modify (except for the racing body, 
which is optional). Use this to win the FF and Light¬ 
weight Class races and you'll be set for the last 
three challenges. 

You can win the two Stage 11 races (both take 
about 40 to 50 minutes) with the cars you have. The 
Mitsubishi FTO Limited Edition is good for the 
Racing Class, and the Nissan GTR for the Tuned 
Class. The Mitsubishi FTO Limited Edition is tailor- 
made for the Valley 300-HDUt you can slap a racing 
body onto the Skyline and it does just as well (it just 
requires more concentration). Just be prepared to 
put in about an hour and 40 minutes of racing, 
because that's how tong the race takes (yikes!). 

And that's it, By the time youVe completed alf 
those races, you should have way, way over 
$100,000,000. You can buy anything you want now, 
so spend! spend! spend! Flave fun playing with the 

cars on the Machine 
Test course, or just 
keep on racing and 
earning all those cool 
prize cars you missed! 

4 The advanced speckif 
evenfs hove the cars ta 
for you Id win> 


W"*<^ 




SPCCIAL tVlNT 



■ 


mrk-i ™ 

E 

D 

V.. A 

M ^ 

,®-r 

ED 

OJ 


w ' 

& 



m 

■ 


0 - - 

CD 

... =... 


How To Drive The Cars 

Ffere's a big tip for beginners: when cornering, remem¬ 
ber the racing adage, "slow in, fast out," It's the key to 
success. Learn to brake early and get on the power as 
early as possible so you acceierate out of a bend. Don't 
brake tate—you'll still be out of control and decelerating 
deep into the corner You'll end up coming out of the 
corner s)owly and quite possibly without full control of 
the car 

WHEELSPIN 

While it's great fun sliding cars through corners with 
their wheels spinning, it's totally inefficient for racing. 
Think about it—every revolution of the car's wheel 
while spinning is a wasted one. If that wheel was grip¬ 
ping, the car would be moving forward at a much quick¬ 
er rate. To drive a car efficiently, you have to brake early 
so you can get on the power through the corner and 
accelerate out of it at the limit of the car's grip. 

BFmKING 

Braking for corners correctly 
is extremely important. 

Brake too early and you lose 
a lot of time; brake too late 
and you come off the track 
and lose even more time 
(particularly if there's a sandy runoff area). So how do 
you get it right? The trick is to remember to look for 
braking markers—trackside objects that help you iden¬ 
tify exactly when to slam on the brakes for a corner. You 
don't have to do it for every corner; sweeping ones are 
easily taken. But for severe corners, particularly those at 
the end of long straights when you're really moving— 
it's absolutely crucial. Several practice laps will quickly 
enable you to hunt these out. Look for signposts, trees, 
overhead gantries, fence posts..,anything that Is clearly 
recognizable that you can easily remember. Quickly 
look around as you're approaching the corner, and as 
you start to brake, observe what recognizable objects 
are nearby. Choose one of those as your braking point. 
If you've braked too late or too early, change your brak¬ 
ing accordingly on the next lap {using your chosen brak¬ 
ing point as reference). Look for another marker this 
time, and keep repeating this process until you have the 
perfect braking point. 

Once you have a braking point, you can then use it 
every time you race, modifying it depending on the car 
you're using. If you're prepared to put a little time into 
this, you'lf find your lap times will improve immensely. 

FRONT WHEEL DRIVE CARS 

A front wheel drive car displays a heavy understating 
behavior while cornering—^that means it wants to go 
straight ahead instead of going around the corner. Cars 
of this type must be driven hard to obtain fast corner¬ 
ing. You must brake very late to successfully negotiate 
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the corner. At the very last moment into the corner, 
turn in and blip the brake to change the car's attitude 
through the corner, tucking in the front tires and mak¬ 
ing the back want to slide around. The faster the 
approach to a corner the more you have to brake, but 
don't forget—the later you brake, the faster you navt- 
gate the bend. 

If it looks tike the car is about to go off the road, 
you can gas it. Punching the accelerator while steer¬ 
ing into the corner actuaHy helps it grip and get around 
the bend. However, doing this is inefficient since it 
spins the tires, ft's best to use this tactic only in an 
emergency, 

REAR WHEEL DRIVE CARS 

Rear wheel drive cars are the most fun to drive since 
you can slide them around the corners. These cars 
have a natural tendency to oversteer. Oversteering 
makes the back of the car want to break loose and slide 
around into the corner, essentially spinning the car out. 
Whenever a car slides in this way, you should steer into 
the slide until it begins to straighten out. 

The best way to drive a rear wheel car is with 
respect. Brake in a straight line, get off the brakes and 
turn into the corner, then get the car balanced, When 
the car is settled, get on the gas and accelerate out of 
the corner, using the full width of the road. 

Getting the power on too early overexaggerates the 
oversteer, and the car simply spins out of controJ. 
Doing it too late results in a loss of acceleration out of 
the corner. 

FOUR WHEEL DRIVE CARS 

The road-holding characteristics of these cars are a bit 
more complex. They are a combination of both of the 
above. A four wheel drive car has a tendency to 
understeer when entering the comer and oversteer 
when exiting. Like with front wheel drive cars, you 
have to brake late when entering the corner, turning 
in at the last moment of braking. The car wifi lean into 
the corner. As it bounces back on its suspension, get 
back on the gas to slide the car through the corner. It 
takes some practice to learn the timing of the 
"bounce," I f you do it too early, the car simply will 
undersleer in a straight fine and you won't make the 
corner. If you do it too late, you'll lose considerable 
speed. Also, the heavier the car, the more prone to 
undersleenng it is. With a car that carries a lot of 
weight you really have to heave it into the cornet vir¬ 
tually sending it sideways before you get back on the 
gas to wrestle it through the bend. 

Advanced Tuning 

The basic set-up of the cars is excellent for general rac¬ 
ing. However, if you're going for record times on Time 
Trial, you'll need to tweak your car using the setup 
menu to ensure maximum performance. You'll be sur¬ 
prised how much you can improve your lap limes by 
tuning your favorite car for each particuiar track. Here's 
a basic guide: 



SUSPENSION 

Spring Ratio: Adjust the hardness of the springs. 

The stiffer you make the springs, the faster and more 
responsively the car steers. However, over-stiffening 



the springs makes the car very unstable on rough 
roads. Some courses have smoother roads than oth¬ 
ers—the smoother the mad, the stiffer you can make 
the springs. 

Ride Height Ratio: Adjust the height of the car. 



Lowering the car's height lowers its center of gravity 
and makes it more stable on the road. However, over¬ 
lowering the car causes it to bottom out, which means 
you can completely go out of control following a jump 
or particularly vicious bump. This can be balanced by 
increasing the spring ratio and damper ratio—but race 
the track continually while adjusting to ensure maxi- 
mum balance for each particular track. Again, the 
smoother the track, the lower you can adjust the car. 

Damper; Adjust the decreasing strength (dampen¬ 
ing ratio) of the damper 


Under-adjusting 
makes it roll 
through corners 
and become very 
unstable. Just 
remember that 
the car's stability is also directly affected by the 
dampers and spring ratio, so adjust this in relation to 
the other two. 

Brake: Adjust the brake balance front and back. 

The more powerful the brake setting, the more the 
car's weight is thrown forward during the braking 
process. This can cause real handling problems if you 
brake while turning. Basically, the more powerful the 
front brakes, the more the car understeers (that means 
it wants to carry on in a straight line). The more power¬ 
ful the back brakes, the more the car oversteers (the 



back wants to slide around). The latter condition is 
more preferable because It helps the cornering effort, 
but it can cause a loss of traction. Tweak the brakes to 
suit your driving style, starting with the rear brakes first. 

ENGINE 
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The softer the dampers, the more the car rolls into cor¬ 
ners and over-reacts to bumps in the road. The harder 
they are, the more unstable the car gats out of comers. 
Some of the lighter cars have problems gening their 
power down cleanly on the road—their tires spin and 
the car shakes. By softening the dampers, the tires are 
able to grip better—the downside is that the body roll 
is over-exaggerated through corners. When this hap¬ 
pens, adjust the Spring Ratio to lessen the effect. 

Camber: Adjust the negative camber angle. 



Turbo Boost Pressure 

The higher the set¬ 
ting, the higher the I 
peak power is raised, 
but this detrimentally 
affects the low-down 
acceleration. Gen¬ 
erally speaking, you 
want to have turbo | 
pressure at maxi¬ 
mum, unless you're driving a course that requires 
strong low- and mid-range acceleration (such as 
Special Stage RID, 

Gear Ratios: Adjust the ratio for each speed gear. 

Lowering the final drive ratio reduces the car's acceler¬ 
ation but enables it to reach faster speeds (ideal for a 




A ir your iintfoinxiHon screen 
Ipoks like this, then you've 
comptelvd the arcoK moiJe 


This makes little difference to overall per¬ 
formance, and setting this wrongly can 
completely ruin the car's handling, braking, 
and steering. A slight tweak increases the 
car's stability through corners, but this is 
offset by loss of braking ability and steer¬ 
ing effectiveness, fn most cases, it's best 
to leave this option as is. 

Stabilizer; Adjust the roll rigidity. 

The stabilizers affect the car's cornering 
ability by making it more stable. Over¬ 
adjusting the stabilizers causes the car to 
become over-reactive on the straights. 


Arcade Mode 

This is a fun way to learn the game 
as well as a great game in its own 
right. The '"Goodies'" option on the 
main menu basically enables you to 
keep track of what races you've 
won, so use it to ensure you don't 
needlessly compete in any races. 

To open up all the goodies, you'll 
have to play on "Hard," When you beat a track with all three car 
categories (A, B, and C—C is pretty tough unless you're a G™ 
veteran), you open up a hidden track, of which there are 
four. Beating each hidden track opens up a new menu of cars— 
either TVR, Chrysler, Chevrolet, or Aston Martin, depending on 
the track you beat. 

When you've beaten every track with every category of car, 
the arcade GT Hi-Fi mode Is opened up. This is a time-trial mode 
that enables you to race the Clubman Stage R5, Special Stage 
R5, and Special Stage Rll in hi-res—very cool indeed! It also 
opens up an option that enables you to view the ending movie, 
should you wish to do so. 
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top spoed test for example, or serious high-speed 
courses). The higher the final drive, the better the 
acceleration, but it lowers top speed. Adjusting each 
individual gear ratio enables you to ensure that the 
engine revs are always kept in the car's power band. 
This is particularly important for turbo cars, where the 
power band kicks in at higher revs. Not keeping the 
revs in the power band results in very poor pickup, 
reducing the car's iow- and mid-range performance. 
This drastically affecting the car's performance on the 
more twisty tracks. 

AEROOVNAIVKCS 
Downforce 

Increasing the overall 
downforce (by adjust¬ 
ing both front and 
rear by the same 
amount) essentially 
makes the car heav- 
Ler, thus making it 
more stable at higher 
speeds. However, this Increase in "weight" is to the 
detriment of top-end performance. Lowering the 
downforce increases tOf>end performance but makes 
the car less stable at top speed. Increasing the front 
downforce alone causes it to understeer. Increasing 
the rear downforce causes It to oversteer. 



Gkan Tu-Risma's 

Gran Jurismo's wealth of cars is unprecedented. But 
with over 150 to choose from, which ones are the 
best? Obviously, this is a very subjective question— 
everyone has their own personal favorites. So what 
we've done is choose a selection of cars that stand out 
for a specific reason. Be it their sheer acceleration, cor¬ 
nering ability, top speed, or the fact that they're just 
plain fun to drive, the following cars are worth every 
credit of their in-game price tag. 

Stock Cars 

Nornnal racing is one of the game's biggest and most 
enjoyable challenges, since it requires a great deal of 
skill to win constantly. With races that enable you to 
choose tuned vehicles, you can easily pick an over¬ 
powered car and blow the competition away. But with 
normal racing you're forced to use the same kinds of 
cars as the Al drivers, which means that even if you 
choose The best cars in the class, the competition is 
always right behind you. All the oars listed below are 
capable of winning the normal race, but the question is, 
are you? 

Note: Something you might have noticed is that in 
most cases, when you buy a car and look at it in your 
garage, its power often differs from the figure original¬ 


ly shown at the dealership. This difference essentialty 
reflects the car's power after iTs been broken in, as 
opposed to the factory spec. In the following cases 
we've listed the "brokernn" power 



FOUR WHEEL DRIVE 
Nissan '83 Skyline Gt-R 

Power 313 ps 
Weight 1,430 kg 
With a phenome¬ 
nal number of dif¬ 
ferent-spec Sky¬ 
lines available in the game, it's difficult to know which 
to choose. Wonder no more—this is the one. It's the 
lightest of the fot and whacks out a very healthy 313 
ps, giving it better acceleration and nimbler handling 
than the newer models. The fact that it's four wheel 
drive makes il a very easy and forgiving car to drive. 
Even though it lacks the midrange of an NSX Type S 
Zero, It's a competitive car and excellent alkounder. 


Nissan 400r 
Power: 423 ps 
Weight: 1,550 kg 
The 400 R's enor¬ 
mous 423 ps 
makes it one of 
the most power¬ 
ful stock cars in the game. Impressive acceleration, 
great midrange pickup, and excellent top-end combine 
brilliantly to make this a car to be reckoned with. It's a 
bit on the heavy side, but once you learn how to use 
the car's momentum to best advantage by four wheel 
drifting, you'll see why this Gran Turismo rarity is sec¬ 
ond only to the awesome Vi pec 



Subaru '96 Impreza WRX^Sti III 
Power: 278 ps 
Weight: 1,220 kg 
(Note: This isn't 
the same car you 
buy from the 
Subaru dealer¬ 
ship. You win il in the normal race, and it's marginally 
lighter than the regular version.) The car's relatively light 
weight and fast steering results in it being very nimble 
on the road, which is great for twisty courses. Its only 
letdown is its lack of top end, which means that it's at 
a disadvantage on courses with long straightaways. 
However, skillful drivers will be able to claw back a lit¬ 
tle lost time by taking corners faster than any of the 
other stock cars on this list. 



REAR WHEEL DRIVE 
TVR Griffith 500 
Power: 343 ps 
Weight: 1,060 kg 
Check out the 



weight of this one! At just over 1,0(X) kg, this is one of 
the lightest stock cars in the game. Combine that with 
its extremely impressive power and you have a car 
that's blisteringly fast, if you have the skill to drive it. 
The TVR delivers its power from very low down the rev 
band, and because it's so light it can spin its wheels 
easily in first, second, and third gear. The result Is a car 
that's a real handful. If you have a lead foot you'll be 
spinning out on every corner. However, treat it with 
respect and drive intelligently and you'll find this TVR is 
one of the fastest, nimblest, and most rewarding rear 
wheel drive cars in the game. 


Chrysler Viper RT/IO 



Power 456 ps 
Weight: 1,446 kg 

All hail the king of the stock cars (the Viper GTS is just 
as good, but it's marginally heavier, so this gets the nod 
from us over the hard-top version). Its massive power 
delivered right across the rev band and its huge, fat 
tires combine to make a vehicle that absolutely blows 
everything away in this class. Nothing can beat the 
Viper in terms of sheer grunt acceleration and phe¬ 
nomenal midrange pickup. You just need to learn how 
to drive il. it's a fairly heavy car, but thanks to its copi¬ 
ous grip it can easily take the sharpest of corners—just 
make sure you don't put the power on too early or 
you'll find yourself spinning out. 


Honda NSX Type S Zero 



Power: 294 ps 
Weight: 1,270 kg 

All the NSX models are fantastic cars, but the S Zero 
has the best power-tO’Weight ratio. It has superb han¬ 
dling thanks to its mid-engine set-up, and it delivers 
power fight across the rev band because it's not a 
turbo cac Its impressive top speed gives it an advan¬ 
tage on courses with long, sweeping bends and plenty 
of straightaways. This ore is highly recommended as a 
beginner's car. Watch out for the computer Al racer 
who drives one of these—he's tough to beat. 


win all rhe cars 


Championship Cars 

You get bonus cars for winning 
each championship. The GT 
races each have one car to win, 
except the Gofd League Cup. 
All of the event races have two 
different cars to win. Which of 
the cars you win seems to be 
determined randomly. 


Sunday Cup 
Mazda Demio A-SPEC 
Color: grey 
Clubman Cup 

Chevrolet Z28 Camaro 30th 

Anniversary Edition 
Color: white .orange stripes 

GT Cup 

Toyota Chaser ltd. Edition 

Color: black 


GT World Cyp 

Opens up the GT HiFi mode, a 
time-trial mode that enables 
you to race the Clubman Stage 
R5, Special Stage R5. and 
Special Stage R1 1 in hi-res {all 
of which look incredible). 

FF Race 

Honda CRX EF-8 SiR 

Colors: yellow, black or purple 
Toyota Celica SSfl 
Colors: yellow, green or purple 

.-A-. 


FR Race 

Nissan m 1800 

Colors: yellow or blue 

Nissan Sil Eighty 

Colors: purple, blue or yellow 

4WD Race 
Subaru SVX S4 

Colors: purple or white 

Mitsubishi Lancer GSR 

Evolution IV 

Colors: yellow, purple or 
turquoise 


Lightweight 
Honda CRX Type R 

Colors: yellow with black 
hood, green with black hood, 
or pink with black hood 

Mazda Eunos 

Colors: yellow, gold, or blue 

Japanese Vs. U.S. 
Mitsubishi FTO 
Limited Edition 
Colors: black or green 
Chrysler Viper GTS-R 
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Mazda RX^7 A-SPEC 

Powers 264 ps 
Weight: 1.220 kg 
With a slew of RX- 
7s to choose from, 
the A-SPEC offers 
the best in terms of weight and power. It might not 
have the acceleration and handling of other cars in this 
class, but it's a fun car to drive and can definitely win if 
you work at it. Watch out for early power-on, which can 
cause it to spin out Try to keep its revs high, as it deiiv* 
ers its punch right at the top of the rev band. 

Toyota TRD30(H)GT 

Power: 301 ps 
Weight: 1.510 kg 
Another Gran Turismo 
rarity, this unusual 
Toyota (the racing divi¬ 
sion's take on a Supra) is heavy but very fast. Although 
it's at home on high-speed courses, it can hold its own 
on the twisties if you're careful to brake early and ease 
it through the comers. Like the RX*7, it's a turbo car, so 
keep the engine spinning at high revs, Let them drop 
and you'll fall victim to its only vice—somewhat slug¬ 
gish low-end pickup. 



Stock Cars (Tuned) and 
Stock-Derived Racing Cars 

Stock tuned cars (that is, cars tuned to the max, but 
without the racing body conversion) are great fun to 
race. There's plenty of opportunity in Gran TurismoXo do 
so. from the straightforward class races to the high¬ 
speed Mega Race, The toughest competitions, howev¬ 
er are the Tuned and the 30-1 ap R11 II races, which both 
feature high-quality Al competition. Since stock-tuned 
cars are heavier and have slimmer tires than a racing car, 
theyTe more challenging to drive than their race car 
derivatives. You generally have to brake earlier and cor¬ 
ner slightly slower than you would with a racing car. 


FRONT WHEEL DRIVE 
Mazda Demio A*SPEG 

Power: 218 ps 
Weight: 639 kg 

This overblown 
shopping cart is 
an absolute hoot 
to drive, Al¬ 
though it's only 
rated 218 ps at full tune, its incredible light weight 
results in a car that's surprisingly competitive. Its high 
center of gravity and very fast steering also gives it an 
added bonus—it easily lips over on its side. Indeed, 
once you master this aspect of its handling, you can 
actually drive considerable distances on two wheels, 
which makes for spectacular-looking replays, 




Honda CRX SiR 
Power: 267 ps 
Weight: 756 kg 


Again, not exactly a powerful car, but thanks to its light 
weight it's a deceptively quick car Steering is very 
responsive, and its excellent low-range and midrange 
pickup makes it a fabulous car for twisty courses such 
as Autumnring Mini and Deep Forest. It might be old, 
but give this front wheel driver a go—it's one of the bet¬ 
ter ones in the game. 


Honda Prdude SiR 
Power: 390 ps 
Weight: 982 kg 



The most powerful front-wheel-drive car in the game 
isn't necessarily the fastest alkound—its lardy weight 
unfortunately blunts its overall performance. However, 
it's still a blast and can smoke virtually every other car 
in the front-wheekirive category. 


Mrtsubish* FTO GP Version R 
Power: 376 ps 
Weight: 897 kg 



The FTO is the ultimate front-wheel-drive car. If you 
want to break all your record times in the front-wheei- 
drive car race, this is the vehicle to choose. Its handling 
is nothing short of incredible. It's very easy to drive to 
the limit thanks To its highly predictable understeer, and 
its light weight and responsive steering makes it easy 
to throw through the twlstiest of corners, where heav¬ 
ier cars would be spinning out, 

FOUR WHEEL DRIVE 
Suburu '96 Irnpreza WRX-STi lit 
Power: 509 ps 
Weight 1.037 kg 



Light weight 
and high power 
make a great 
combination, 
especially when 
you add in fast 
steering and four wheel drive. Yep, this Subaru is a 
great car that's the tightest in its class (tied with the 
Nissan 6ti-R, which only makes 393 ps fully tuned). It's 
absolutely at home on the R11 rally-style courses and 
twisty tracks like Deep Forest and Autumring. 

Subaru '94 Impreza Wagon 
Power: 584 ps 
Weight: 1,088 kg 
A real sleeper, 
this wagon is 
the most power¬ 
ful stock-derived Subaru in the game. It's excep¬ 
tionally fast, has fine mid- and upper-range power 
(don't let the revs drop, because it's a turbo), and is 
extremely well balanced. If you're looking for one of 
the best four-wheel-drive rally-style cars in the 
game, look no further. 


Mitsubishi Lancer GSR Evolution IV 
Power: 506 ps 
Weight: 1,157 kg 



This one is heavier than the GSR Evolution III, but it 
has crisper power delivery and better handling thanks 
to its larger, thicker-gauge tires. This four-wheel dri¬ 
ver is fun to thrash around any twisty track and still 
has the power to compete on the more open cours¬ 
es, It's not as good as the two Subarus, but check it 
out nonetheless, 


Nissan '89 Skyline GT-R 
Power: 939 ps 
Weight: 1,215 kg 



Get ready for the ride of your life—this car is absolute¬ 
ly insane. It's ridiculously overpowered, and its brutal 
power delivery makes it an incredibly exciting car to 
drive. Watch for its acceleration—you'll find the next 




Colors: white with blue stripes 
or white with green stripes 

Japanese Vs. British 
TVR Cerbera Limited Edition 

Color: grey 

Honda GRX Limited Edhion 

Colors: red or black, white 
stripes 

British Vs. U.S. 

Chrysler Concept Car 
(Race tuned} 

Colors: yellow or purple 


Mazda RX-7 A-SPEC 
Limited Edition 
Colors: purple or green 
Mega GT 
Toyota Soarer 2.5 
GT-T WT-I 

Colors: yellow or purple 

Aston Martin DB7 Coupe 

Colors: purple, white, 
or crimson 

Normal Race 
Toyota Supra RZ 




Colors: Purple 

Impreza '96 WRX Sti III 

Colors: light blue or yellow 
Tuned Race 

Nissan '91 Skyline GT-R 

Colors: red, yellow, or blue 

AE86 Sprinter Trueno GT 

Colors: red. blue or green 
Valley 300 
Castrol Supra GT 

Colors: black, red, and blue or 
black, red, and green 


Stage 11 Racing 
Nissan Silvia Limited Edition 
Colors: red or bright green 
Stage 11 Tuned 
Nissan GT-R Nismo 
Color: off white 


Medal Cars 

All gold in B License Test 

Chrysler Concept Car (stock) 
Color; red 

All gold in A License Test 

Toyota TRD 3000GT 
Color: Sliver 

All gold In International A 
License Test 

Nissan Nismo 400R 
Colors: silver or yellow 
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corner coming up much faster than you expect, It's 
quite heavy, so with its speed you must be hard on 
The brakes or you'll be off at every corner, [f you can 
tame this beast, expect to chalk up some awesome 
record times, 

Nissan Skyline GT-R VSPEC 


get on the brakes early for corners. Only pour the 
power on when the car is balanced and ready to go in 
a straight line, otherwise you'll find yourself facing traf¬ 
fic within a heartbeat, Other than that, have fun—this 
car has phenomenal straight-line acceleration, and it 
can get serious air on tracks with jumps, like Deep 
Forest's stra[ghtaway, 



Power: 969 ps 
Weight: 1 ,309 kg 

This Skyline nnakes the list thanks to the fact that it's 
the moat powerful car in the game, [f screaming out 
of corners with all four wheels spinning is your thing, 
this car must not be missed. The downside is its 
weight—if you want to keep this car on the road, 
you have to get on the brakes early. However, once 
you get the measure of its balance, you can four- 
wheel drift through comers at speed, and then use 
its lunatic power to burst out of the bend with all 
four wheels spinning. The Skyline is truly one of the 
Gran Turismo greats. 


MitsLibishi ^5 GTOMR 



Power: 958 ps 
Weight: 1,428 kg 

This car is just too heavy for most twisting courses, 
but for the Mega Speed race it's excellent (particular¬ 
ly on the oval test track, where it's really at home). 
Just remember to brake very early, and don't try to 
throw it through the bends—you1i just end up plow¬ 
ing off the track. 


REAR WHEEL DRIVE 
Toyota Supra RZ 



Power: 923 ps 
Weight: 1,283 kg 

If lurid tail slides are your thing, this insane rear wheel 
driver is definitely one for you. It's a heavy motor, so 


Chrysler Viper GTS 



Power: 596 ps 
Weight: 1,146 kg 

As smooth as rear wheel drive cars get. this vehi¬ 
cle's supremely fat tires enable it to get the power 
down comfortably and make sliding it through cor¬ 
ners a breeze. It's not as fast as a souped-up Supra, 
but it's far more controllable, and it has great mid¬ 
range acceleration. 


TVR Griffith Blackpool B340 



Power: 444 ps 
Weight: 826 kg 

If you're getting good at the game and are after a chal¬ 
lenging car thatll reward and delight, this is the one to 
try. Just don't buy it straight away. It's very powerful 
and very light which nnakes it very susceptible to spin¬ 
outs if you get on the power too early. If you learn to 
brake properly, balancing the car through corners and 
applying power at the right time, you'll find a record- 
breaker in the making. 


Honda NSX Type S Zero 



Power: 550 ps 
Weight; 990 kg 

Like it is in its stock form, this is a very easy and for- 
grving car to drive—it takes an unskilled baboon with no 
finesse to get ft out of shape. It's extremely fast, has 
very Impressive lop end, and is comfortable on pretty 


much any track in the game. An excellent all-rounder 
and a good one to choose early on in your career as a 
Gran Turismo driver. 

Mazda RX-7 A-SPEC 



Power: 543 ps 
Weight: 1,037 kg 

The RX-7, thanks to its reasonable weight and quick 
steering, is a fun driver. Just remember to keep those 
revs high, as it delivers Its power at the top end of the 
rev band. As usual with rear wheel drive cars, watch for 
that early power-on or you'll find yourself making beau¬ 
tiful clouds of smoke as you spin down the track. 


Soarer 2.6 GT-T WT-I 



Power: 813 ps 
Weight: 1326 kg 

This car is just great fun to drive. It's heavy, it has rela¬ 
tively thin tires, and it has lots of power. Which means 
one thing—lots of taiksliding, tire-shredding, sideways 
sliding action. The Soarer Isn't the car to choose if you 
want to break records, but if you're looking to impress, 
or want to indulge in a little exhibition driving, this car's 
fun. fun, fun, 

Stock-Derived Racing Cars 

Lighter, more nimble, and grippier than their stock- 
tuned counterparts, stock-derived race cars are a total 
blast to drive. One thing to remember when you're 
deciding whether to upgrade to a race car or not is that 
you can actually do this relatively cheaply and still keep 
your stock-tuned car Buy the same model and take it 
racing. But don't race it—select "change parts" from 
the menu and you'll be able to select every option 
youVe already bought for your other car, for free (and 
it's a permanent thing too, as long as you save the 
game)! The only things you need to buy are port poF 
ishing, rebore, and the three stages of aerodynamics 
(and, occasionally and for an inexplicable reason on 
some models, the brake controller), Then, all you have 
to do is buy the racing bocfy and you have two different 
class cars at cut-rate price. 



Most Powerful C^r 

A race-tuned Nissan GT-R 
Vspec has peak power of 969 
ps. This car is also the most 
powerful 4WD vehicle. 

Most Powerful front 
Wheel Drive Car 

A race-tuned Honda Prelude 
SiR is rated 390 ps. 

Most Powerful Rear 


Wheel Drive Car 

A race-tuned Toyota Supra R2 
spanks out 939 ps. 

Most Powerful 
Lightweight Car 

A race-tuned Mitsubishi FTO 
GP-R Version is rated 376 ps. 

Lightest Front Wheel 
Drive Car 

A race-tuned Mazda Demio A- 
SPEC is 549 kg, 

Lightest Rear Wheel 


Drive Car 

A race-tuned Toyota Trueno 
Apex is 619 kg. 

Lightest Four Wheel 
Drive Car 

A race-tuned Nissan GT-R and 
Subaru '96WRX Sti III (that 
you win in the Normal race) 
both weigh 878 kg. 

Heaviest Front Wheel 
Drive Car 

A Honda Accord Wagon SiR is 


a lard-ass 1.430 kg 

Heaviest Rear Wheel 
Drive Car 

An Aston Martin DB7 VoJante 
is a lumbering 1,875 kg. 

Heaviest Four Wheel 
Drive Car 

A Mitsubishi GTO Twin Turbo 
rolls In at T710 kg. 

Fastest Car 

A race-tuned Mitsubishi GTO 
MR can be tweaked to go way 


over 400 kph. 

Most Powerful Stock Car 

Viper RT/10 (Viper GTS has the 
same ps, but is slightly heavier,) 
Best Power-to-Weight Ratio 
TVR Cerbera Limited Edition 
(B99 ps, 603 kg) 

Best All Rounder 
The FTO Limited Edition com¬ 
bines power, reasonably light 
weight, 4WD, and impressive 
top speed to devastating effect. 






























in fhe game 


TVR Cerbera LM 

Power: 599 ps 
Weight; 603 kg 

With the best power-toweight ratio of any car in 
this is quite simply the fastest car that 
r Tufismo has to offer. However, you must con- 
sioer two things. First, you have to be an excellent 
driver to get the best out of it—novices need not 
apply. Second, its standard setup is not ideal—it 
needs considerable tuning to set it up correctly, oth¬ 
erwise it shakes on uneven surfaces and can't put 
its power dowfi properly. Decreasing its dampers and spring ratio is absolutely required to smooth things out 
and enable it to perform to its considerable potentiaL Once you do that and you have the skill to drive it, the 
Cerbera offers an absolutely astonishing rtde. It's fantastically fast, its acceleration is mind-boggl^ng,, and its 
cornering ability is simply unbelievable. If you're good enough, you can actually corner on two wheels while 
tail sliding! Once you master this car, you'll break every record you thought you'd never beat. 


PROMT WHEEL DRIVE 
Mazda Demio A-SPEC 



Power: 218 ps 
Weight: 549 kg 

The racing version 
of this is even 
more insane, and 
with practice, you 
can actually flip it onto two wheels on the straights! 


Honda CRX SiR 
Power: 267 ps 
Weight; 649 kg 

Faster, smoother 
and more pre¬ 
dictable than its 
stock counterpart, this pocket rocket sure does fly. 



Honda Prelude SIR 
Power: 390 ps 
Weight: 844 kg 

The Prelude is eas¬ 
ier to manage than 
the stock-tuned version, just watch for its tendency to 
spin its wheels on every comer. 



Mitsubishi FTO GP Version R 
Power: 378 ps 
Weight: 770 kg 

Here's the game's 
ultirmate front- 
wheel-drive car, 

Fantastically 
responsive and extremely fast, this is the easiest car in 
the game to drive at insane speeds. 

FOUR WHEEL DRIVE 
Subaru '96 Impreza WRX-S71 111 

Power: 509 ps 
Weight: 878 kg 

A fabulous rally car 
that's razor sharp 
with quick control, 

Subaru '94 Impreza Wagon 
Power; 584 ps 
Weight; 921 kg 

Faster, but slight- 
ly less manage¬ 
able than the STi 

lit, this car rewards the skilled driver. 





Mitsubishi Lancer GSR Evolution IV 
Power 506 ps 
Weight: 972 kg 

The Evolution IV 
has similar char¬ 
acteristics to 
stock-tuned ver¬ 
sions, but it’s obviously faster and more responsive. 



Nissan '89 Skyline GT-R 
Power 939 ps 
Weight: 1,029 kg 
If you thought the 
stock-tuned ver¬ 
sion was mad, 
this version 




should be locked up and given sedatives. Watch it on 
tight, closed-in courses — you're not careful you'll be 
bouncing off the walls. 


Mitsubishi'95 GTO MR 

Power: 958 ps 
Weight: 1,209 kg 
Here's the car to 
break top speed 
records with, par¬ 
ticularly if you're willing to fiddle with its setup. 



REAR WHEEL DRIVE 



Toyota Supra R2 
Power; 923 ps 
Weight: 1,087 kg 
The fatter tires of 
the racing body 
conversion make this a lot more controllable, and it's 
able to put the power down better. Thus, it's even 
quicker in a straight line. 


Nismo GTR LM 
Power: 886 ps 
Weight: 1,137 kg 
This car, earned by 
winning the 30-fap 
R11 II race, is rather disappointing in stock and stock- 
tuned form. But it comes into its own when you slap a 
racing body into it — making it lighter and more power¬ 
ful than the Special Edition Nismo GT-R LM that costs 
50 million credits! Very highly recommended. 







TVR Griffith 500 
Power: 444 ps 
Weight: 710 kg 

Just like it is in 
its other forms, 
this TVR is one 
for Gran Turisfvo masters, it's a blinder if you have the 
ability, and an uncontrollable nightmare if you don't. 



Honda MSX Type S Zero 




Power: 550 ps 
Weight: S50 kg 
Even easier to 
drive than stock- 

_tuned, this is a 

car that's highly recommended for beginners looking to 
step up from stock-level racing. 


Special and Limited 
Edition Race Cars 

Here's where the racing goes from fast to warp speed. 
All the following cars are "pure" racers. Each has 
exceptional scope for tuning, and most of them are 
supremely competitive. The 50,000,(X)0 credit Special 
Mode! cars are obviously fast, but the game's best cars 
are actually ones that you can win, Here's a complete 
list of ail of the pure racing cars in the game—strap your 
seatbelt on and get ready for the ride of your life! 


FOUR WHEEL DRfVE 
Subaru Rally Edition 
Power: 593 ps 
Weight: 980 kg 

Simply the best 
there is for tight 
courses like 
Autumnring (mini 
and regular} and the Special Stages, this rally car is blis¬ 
teringly fast thanks to its incredibly close gear ratios. It's 
also incredibly responsive-^you can literally hurl it 
through corners. You have to increase its final drive 
ratio on the high-speed courses, otherwise youTI find 
the car hitting its rev limiter way to early. 


Power: 557 ps 
Weight: 930 kg 
One of the Gran 
Turismo greats, 
this is the best 
all-round car in 
the game. It's light and incredibly easy to drive, sporting 
excellent acceleration, responsive pickup across the 
rev band, and fast steering. This is a car that you can 
really move in without worrying about crashing every 
few seconds, it's not as quick as some other cars, but 
its ease of use makes it ideal for beating the endurance 
races. 

Mitsubishi GTO LM 
Power: 622 ps 
Weight: 1,280 kg 
This is a fairly 
easy car to drive 
thanks to its 
great grip and acceleration. Just make sure you brake 
and accelerate without spinning the tires. If you're a 
sucker for taiFsIiding, you'll find this will punish you due 
to its poor pick-up. Not a car for twisty courses, this one 
lives for open, high-speed tracks. 



Mitsubishi FTO LM Edition 
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REAR WHEEL DftIVE 
Honda CRX LM 



Power: 580 ps 
Weight: 890 kg 

A very light very 
powerful car 
that's extremefy 
stable thanks to 


its mtd’Ongine configuration, its acceleration is road-rip- 
pting fast and it can be thrown into corners at speed. 
Just watch for midHCorner oversteer at high speeds. 



Pow 
Weight 

A decent 
good all 

has excellent cor¬ 
nering ability. Watch for micf-corner oversteer, keep the 
engine spinning, and it will see you right, 


Power: 606 ps 
Weight: 960 kg 
With nnore pow¬ 
er, iess weight, 
and fatter tires 
than the A-SPEC 
LM, this is by far the ultimate RX’7. it's exceptionally 
fast, it corners at unbelievable speed, and it has out¬ 
standing acceleration. The RX-7 LM is one of the best 
$50 million Special Editions in the game. 


Power: 552 ps 
Weight: 960 kg 
Another excel¬ 
lent rear-wheel- 
drive car that 
offers great handling and good alkound speed. It's not 
as quick as some of the other racing cars, but it's still 
an incredibly fast, highly enjoyable racer. 

Toyota Chaser LM 
Power: 675 ps 
Weight: 1,260 kg 
This is the heaviest 
Limited Edition rac¬ 
ing car in the game. 

It's fun to drive, but it has a tendency to understeer. A 
good beginner car, but not one to stick with if you have 
breaking records in mind, 



Nissarv Silvia LM 



Mazda RX-7 LM 




Rear Wheel Drive 


Four Wheel Drive 


1. Approwh lli« comer at speed. 


t. Afkpraocli the comer at iiveed. 


Jo? 

2. Brake in a straight hn«r tvm in, 
ond bKp the brakes* Woldii far 
undenteer at this pomi—if the cttr 
is doirtg this, turn irt and bHp ftw 
brakes again. 


2. Brake in a straight line^Dan't 
break while tumifig or the car 
will spin. 


2* Turn inlo the comar and bNp fh« 
brakes to ovoid understeer, Oon't 
forget to keep those front wheels 
turrM into the camer at all rimes. 


3, When yocj've finished brakingir 
tvm the cor intO' the comer. Don't 
power on at ifus point or the cor 
will spin. 


3, IhchiMer’ oa when the cof has 
fapunced on its suipensicm and has 
sM^ed irtio a neutral slide. 


3. Keep turning in. As saan as car 
has stopped undersleerirvg and is 
turning into the bend... 


[griOllll 


4* ...Try to keep the wheels straight, 
which will allow for maximum 
acceleration. 


4. If tfse bockend starts lo break 
away when itw cor Li settled and 
sliding neutrally (or simpty driving 
around the beM with all wheels 
gripping}, power on and steer into 
me slide. 


4. Keep-the power on and the ear 
win fowrwhW’drfft tfirough the 
bendr commng flat. 


5. Use the full wldlh of tbri road to 
moximhee exit sp«^. 


3. Keep the power on and blast out 
of the comer at top speed. Use the 
full width of the road if necessary 
la ensure mcuumum exit speed,. 


3. Use the ftdl width of the rood lo 
ensure maximum acceleratSon and 


CORN-ERING FK-HCTICE 





Chrysler Concept Car 
Power: 576 ps 
Weight: 603 kg 

Supremely light 
and very power- 
must 

tweak this car for it to get its power cleanly down on 
the road (it shakes really badly on uneven courses and 
won't accelerate properly unless you lower its dampers 
and spring ratio). But once the set-up has been opti¬ 
mized, you'll find this to be outstanding motor that's 
great to drive on every type of course. 


absolutely superb racing car that offers smooth han¬ 
dling, astounding grip, lunatic fast acceleration, and 
amazing top speed. If youVe able to avoid the early 
power-on oversteer that its big power and little weight 
tend to cause (easy enough as long as you put the 
power down once the car has settled through the cor¬ 
ner), you'll find this car is fabulous. Best of all, you don't 
even have to fiddle with its setup to start beating the 
competition and breaking records! 


Toyota Castro! Supra GT 

Power: 666 ps 
Weight; 1,150 kg 
This awesome 
racer is fast, 
smooth, and re¬ 
sponsive, and it has huge potential for tweaking. It's 
got excellent all-round power and superb accelera¬ 


Chrysler Viper GTS-R 


Power: 700 ps 
Weight: B3G kg 
The second-best car in 
the game, this is an 


tion. As long as you don't go for lurid tail slides, the 
Castro! Supra is one of the best balanced racers In 
the game. 




Honda NSX-R GT1 Turbo 


Power: 634 ps 
Weight; 1,050 kg 

Like the Castro! Supra, the GT1 Turbo is anc 
welfbalanced car that has excellent scope 
ing. A brilliant all-rounder, its only vice is that 
Its handling gets a little twitchy and it can get 
out of shape at very high speeds. 
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SMILES APPEAR when our donors 
mix motorcycles with combat. 
This high-speed clubbing yielded 
four gallons. A record! 





ROAD RASH 3D 

ft's a whole new breed of Road Rash, Four gangs fight you fo the finish in a perilous 3-D world. 
And the thrashin' beat of an Atlantic Records" soundtrack keeps your pulse from stopping. Hopefully. 
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PinDug 
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bringing people 


3ust 


together 
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But 


never 


the same car twice 
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Road rage, murder, pimping, bank raids, hijackings, 
armed robbery, extortion, adultery, smuggling, 
petty thievery, drug busts, police bribes, 

unlav/ful carnal knowledge, double parking and more! giign 
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the drugs, adultery 
and murder — it*s just 
liJce television." 


"I made him an offer he 
couldn't refuse. Get out 
of tlie carl" 


' £rfKHi;fc 01, r Thr cm 

WWW. grsadtheftauta. cam 

Buitt By For Fans. . 


"Cars are 
like guys — 
to gat a hot 
one you gotta 
steal it." 













































amco has never disappointed with its home ports, and 
Tekken3 \s no exception. It features all the characters, spe¬ 
cial moves, and combos from the arcade version, plus a whole lot 
more! The PlayStation version of Tekken 3 has so much that it 
could take even the most hard-core of fans months to figure every¬ 


thing out That is why PSM has put together the ultimate strategy 
guide for the game. Here you will find all the moves and combos 
you could ever hope for, as well as some solid words of advice on 
how to become a true Tekken 3 master. And next month, we'll be 
bringing you moves and tips for the secret characters, and more! 



general conrrols and commands 


Symbols Used In this Guide 

n.. 

.Let control pad return to 

»» 4-X.... 


Ground Moves 


□.. 

..Left Punch 


neutral center position 

» + . ... 

.....Front Kick 

.. 

.Quick Recovery 


...Left Kick 

... 

..Hold following button for 

4 

.....Jump (Low) 

"A.. 



.Right Punch 


one second 

4 

.....Jump (High) 

'^X...... 

..Quick Recovery 

, 1 

.....Right Kick 

A .. 

.This move can be linked 

♦ + A,.,, 

.....Weak Pounce 

-0 . .. 

...Quick Recovery 




with the last main move list- 

+ + A ... 

.... Strong Pounce 



4 

......Tap Forward 


ed before it 

4 4 4 

I- t 

........ Run 

♦ + □ . 

...Roll Over 

4 

Tan Back 




...Stop Running 

□ .. 

....Roll Sideways 

t , 

.Jap Up 

FCB.... 

.Hold back, then move the 

□ + 'A... 

....,Cross Chop 



4 

.....Tap Down 


directional pad in a counter- 

AX .. 

....Flying Side Kick 

+ + v....... 

.Ankle Kick 




clockwise motion 

AQ. 

..Sliding Leg Sweep 



4 

.......Hold Forward 

+, FCF . 

. Hold forward, then move 

□ + A + X + 0 .. Aggression Charge 

4 

.Roll Backwards 

4 

...Hold Back 


the directional pad in a 



+ X + G . 

...Get up 

4 . 

...Hold Up 


clockwise motion 

General Reversals and Counters 

A 4 + n + A 

... Forward Pounce 

4 

...Hold Down 



■► + □ + X.M.Left Limb Reversal Counter 




...Hold Up/Forward 

General Moves and Attacks 

4 + + 

0. Right Limb Reversal Counter 

4 

.Roll Forwards 

K 

...Hold Up/Back 

4 4 

i ■■LLI 1 1 1 

....Dash Forward 

A + 0.... 

.Ultimate Tackle Dodge 

A4 + □ + ^ 

..Forward Pounce 


...Hold Dowfi/Forward 

♦, . 

...Dash Back 

+ +D4 

/A.Ultimate Tackle Reversal 




.....,.,Ho!d Down/Back 


........Backflip 


..Ultimate TackEe Punch Counter 

While Standing Up 



* + □. 

.General Uppercut 

+ +Zi.... 

..Ultimate Tackle Punch Counter 

X. 

....Stand up with Sweep 



^ + . 

.General Juggling Uppercut 



o,.„. 

Stand up with Side Kick 


A 



Heihachi Mishima 


* + □ + a 

+a + o 

.□ + X 

.n + X 


Mishima Powerbomb.... 

Headbutt........ 

Super Headbutt.. 

Atomic Drop (sidestep left),,,.... 

Guillotine Hammerlsidestep right). 

Lightning Knee [when facing opponent's back)+ X 
Lightning Siphon Reversal 

(on opponent's countering).......O 

Taunt.+ X + O 

Chi Fists...-.O + 

Delayed Chi Fists.....> + a, 

Shining Fists Combo....□, P, ^ 

Demon Slayer...□, A, A 

Chi Attack Combo.......□, A, □ + A 

Delayed Chi Attack Combo.□, A, A-D + L 

Twin Pistons.......^ + □, A 

Stabbing Gutpunoh.....+ A 

Lightning Neck Snap.,D + X 

Jab. Gutpunch & Dragon Punch. ^ + □, n-O 

Jab, Gutpunch & Thrust Kick..,. ^ + □, *• + n~C 

Rushing Uppercut...r + A 

Left Splits Kick.......+ , + X 

Right Splits Kick......-.■* + O 

Wind Godfisi...n, ^ 

Dragon Punch Kick....n, n, X 

Hop Si Low Thrust Kick.....n, + X 

Tsunami Kick,.....a ♦r C: 

Hell Sweep 8( 

Tsunami Kick,..,..n, +, * + 0, n, 0, O 

Hell Sweep Si Dragon Punch...n, + j, n, □ 


Hell Sweep & 

Rushing Uppercut...n, + J, n, A 

Hell Sweeps & 

Tsunami Kick...n, * + , ■ n, ■. 

Hell Sweeps & 

Dragon Punch................n, ^ C, n, □ 

Hell Sweeps & 

Rushing Uppercut.n, +, ■ + '0^ a A 

Helf Sweeps St 

Tsunami Kick...n, +, ** + C; C, n, A, a 

Hetl Sweeps & 

Dragon Punch ...n, +, ■ + A, A, A, U 

Hell Sweeps £i 

Rushing Uppercut...n, ^ + jj A, A, n, A 

Tsunami Kick (while standing up).........0, A 

Rising Sun..........■ + w, 0 

Demon Scissors......0~X 

Lighting Stomp 

(if opponent is on the ground)......+ + A 

Death Fist....+ A 

Tie Splitter ^ Death Fist..... * + A 

Hell Axie...■ + X, ■ ■ 

Leaping Chi Punch.... .....+ + A + O 

Shadow Step....n, X + A 

Thor's Fury .....* + □ + . 


UnblockabEe Move 

Demon Tie Splitter. 


COMBOS 

10 Hit Combo.... 
10 Hit Combo.,,. 
10 Hit Combo.... 
10 Hit Combo 


.“ -K X, A, A, A, O, □, 0, □, A, □ 

......... f + X, A, A, 0, O, □, O, □, A O 

. ^ + X, A, A, O, C\ □, A, □, A, □ 

A, □, A, A X.C, O, □, AD 


i * ii * A * * * * * * i * * i * * * J. * i i * A * * * i * * * * * * !^ i A * i A * i A * * A * * i * * * * * * A* * i * * * * * * ^^ * ^* * ^ 
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. + 

-H...'* + □ + 

. ** + 

* “ + 0 + 


^ + 

>* + 


Reverse Neele Kick .. 

Run up Back ... 

Jawbreaker.. .. . . 

Boot to the Head. .... . 

Trip Takedown ,. .... .. 

Five Strike Combo 

(sidestep left) ... □ + 

Foot in Face {sidestep right) ..... □ + 

Reverse Jumping Death 

(when facing opponent's back) . □ + 

Low Combo Break 

(against left attack) ...... + + O + 

Low Combo Break 

(against right attack)... ... . + + A + 

Windmill Neck Kick.... .... □ + 

Switch Face Away/Face Towards . + 

Switch Lefi/Right Foot Forward . . . ...X + 

Crouch Dash ....... +, a 

Lifting Uppercut . . . n, 

Left Flamingo Stance . n, 

Stabbing Sidekick ... n, +, *■, X, ^ 

Sky Blast Kick .. n, 

Shin Kick ... . . ♦ + 

Bind Hunter . . ... + + Q. 

Body Blow. ..... + □ + 

Double Sidekicks .. '* + X. 

Toe Kick .. 

Trip Kick ..... 

Crushing Axe Kick,., . . .... + C, 

Hopping Sidekick & 

Left Flamingo Stance., .. . ... . + 

Hunting Hawk .... + X, T 

Rising Crescent (while standing up) . 

Toe Kick (while standing up)... . . ... 

Crushing Axe Kick with Right Foot Forward 

(while standing up) .......C-, - 

Heel Explosion . . ... ■ + X + 

Cancel Into Left Flamingo Stance . 


Left Leg Forward 

One-Two Punches. . . Q A 

Punch & Jumping 

Back Wheel Kick. .. . 0 

Backfist & Right 

Foot Forward . . . + + A 

Spinning Backfist...+ A 

Backfist . ^ + A, - + 

Left Flamingo Stance. . ■► + X 

Stabbing Sidekick,. . + X. -X 
Crescent Kick & 

Right Foot Forward ... + x 

Face Kick & 

Right Flamingo Stance ... * + ^ 

Face Kick Combo 

fit Right Foot Forward . + A ' 

High Kick & 

Right Foot Forward,. ... + 

Machine Gun Kicks .. X. X, X^ X 

Assailant Combo St 
Right Flamingo Stance ....X, X. ♦ + X, 

Insane 

Assailant Combo . X, X, ^ + X, , 0 

Butterfly Attack St Right 

Flamingo Stance .. X, X, X, 0 

Butterfly Combo,.....X, X, X, ■. , 0 

Knife Foot Combo & Right 

Flamingo Stance .... .x, x, :■ 

Changeup Combo & Right 

Foot Forward ... ..X, X, A O 

Wind Kick Combo,.....X, X, ,■;<■+ A 

Hot Feet . . . . . . . - 

Fourfooter. .... vj, 


n 

X 

\ 

X 

X 

X 

X 

X 

X 

o 

X 


A ^ + 


Triple Right Kick fit Right 

Flamingo Stance..... 

Triple Right Kick,,........ 

Right Hook Kicks with Right Foot Forward 

Double High Kick Combo....' X 

Sky Reacher Combo...... ..+ + X, X, \ X 

Right Sky Kick.......+ a 

Double Punches & Double Kicks Combo.,...n, □, X, X 

Double Punches & Kick Combo .□.. ^ X 

Double Punches ^ Kick Combo B...□. A a 

Flying Eagle.......X, -0 

Reverse Roundhouse (white standing up)...O 


Right Leg Forward 

Triple Punch..... 

Right Flamingo Stance.. 

High Kick Si Left Foot Forward..... 

Sidestepping Roundhouse...... 

Lifting Leg..... 


. n, □ 

.. ^ 

+ X 

.^ +0 

+ 0 . -0 


X 

X 

3 

X 




High Roundhouse fii Right Foot Forward ..*,..0, -X 

Chainsaw Kick.......0, X 

Hook Kick £i Left Flamingo Stance......+ X 

Hook Kick, Axe Kick & 

Left Foot Forward..*......+ X, X 

Hook Kick, Triple Kick fii 

Right Flamingo Stance..,. * + X, n, X, X, 

Hook Kick, Shin Kick & 

Left Foot Forward.■> + X. ♦ + X 

Bad Dancer.....+ X. .■ 

Screw Kick ......+ + ■ , X 

Teaser Combo......X, X 

Double Hook Kicks..,...., ■ ) 

Left Flamingo Stance 

Left Jab..........D 

Spin Kick h Right Flamingo Stance...'' 

Axe Kick £i Right Foot Forward..,.,.+ X 

Left Sidestep Roundhouse......*■ + X 

Shin Kick.........* + X 

Right Leg Sweep.......* + 0 

Spinfist Si Right Jab...,..... a A 

Machine Gun Kicks.......X. X. X 

Left Kicks &i Spin Kick fit 

Right Flamingo Stance....X, X, 0 

Change-up Combo with 

Right Foot Forward.. ..X, X, A O 

Power Blast fii Left Foot Forward..□ + A 

Cancel with Left: Foot Forward,... 

10 Hit Combo..,.A, A, X, O, X, j, O, O, O, X 

Right Flamingo Stance 

“ Left Spinfist & Left Foot Forward..O 

Jab Right Foot Forward ........A 

Spin Kick & Left Flamingo Stance.X 

Side Kick fit Right Foot Forward......O 

Axe Kick fit Right Foot Forward...+ + ' 

Left Leg Sweep Si Left Foot Forward .. * + X 

Low Kick...,.,+ +0 

Combos 

, 10 Hit Combo,,.. □, A, X, A X, A 0. 0, C. X 

10 Hit (A^mbo A, A, X, 0, X. O, O, 0, C, X 

10 Hit Combo (in left Flamingo 

stance)... a, a X, (A X. ‘L 0. O. ^: X 

10 Hit Combo (in right Flamingo 
stance).□, -a X, O, X. A J X 


Unblockable Moves 

Heel Explosion .. 

Power Blast... . 


+ X + u 
■► + X, □ + c 


.. A + 0 

. + L + X 

. + + □ + A 

. ^ ^ + D + X 
... □ + C 


Jin Kazama 

Hip Toss ..... 

Striking Fist ....... 

Headbutt ..... 

Tower Breaker .. 

Arm Break & Toss (sidestep right) . 

Side Throw (sidestep left) .... □ + X 

Spinning Arm Breaker 

(when facing opponent's back) .... + X 

Reversal (against left attacks) ... ^ + □ + X 

Reversal (against right attacks) . + A + 0 

Cyclone Kicks . . ...... □ + X 

Offensive Bloc .. . .. + P + a 

Leaping Chi Punch ...... ♦ + A + ' 

Leaping Forward Chi Punch . .. .. ■ + A + C 

Demon Slayer, . ...... □, 3, A 

Shining Fists Combo. .... D, D, A: 

Twin Pistons [while standing up) ... A 

Tsunami Kick (while standing up) . . . 0,0 

Tsunami Kick . . ... ^ + Q, O 

Demon Scissors.... .. 0, -X 

Rush Punch...... ... + , ■* + 

Overhead Smash. .... „*j. .+ 


Quick Low Shot. 

Low Shot fi< Overhead Smash Combo, 

Demon Godfist . 

Demon Godfist & 

Elbow with Uppercut . ^ 

Rushing Demon Combo .. 

Wind Godfist . . . 

Dragon Punch .... .. . 

Landing Gear Sidekick. 


' + A, D, * + A 

+ A, □, A 

n, + A 

n, -H O 

. ........^X 




X 


Landing Gear Sweep. . . . . .. . . 

Tooth Fairy(sidestep) .... . A 

Axe Kick .. ■► + X 

Hell Sweep fit Roundhouse .. +, n, *, O, 0 

Rising Sun, Hell Sweep 

& Roundhouse . " , O, 0,0, ' 

Side Spin fit Screw Kick.... + + X 

Knee ... . . -r J 

Double Punches & Knee Combo . a O 

Double Punches fii 

Axe Kick Combo A. . . .. A, X, O 

Double Punches fit 

Axe Kick Combo B . ,..D, A, X, ^ + O 






niflY 













































































































































































Can-Can Kicks ......... + X + O 

Ultimate Tackle .. . ..... + D + A 

Arm Bar ..^3 + 3 

Mounted Punches . 3, □, 3, □ 

Mounted Punches Si 

Arm Bar Combo........ ....3 O* □ + ..i 

White Heron Combo A.. . □ + 0 , 3, 0 

WhitQ Heron Combo B . D + 0, ■i + 0 

Lightning Screw Uppercut . + □ + O 

Tempest Lightning 

Screw Uppercut ....... ♦ + □ + O 

Combos 

11 Hit Combo....... ^ 0, O, O, O, A, □ + 0, A, □, X 

11 Hit Combo,.. 0, O, C, O, 3., □ + O, 4 i, X + C< 

10 Hit Combo +, n, 4 □, x, O, 0 , □, 4 □ 

9 Hit Combo . n + 3, O, O, A, O, X, □ 

9 Hit Combo.,,....,.... . X, O, X, □ + O, 4 a X 

9 Hit Combo . ...,X, 4 O. X, □ + G, a, D, O 

8 Hit Combo ... \ , O, X, D + C, U X 

8 Hit Combo ..... X, 0, X, □ + O, D, 0 

6 Hit Combo ... 4 □ + C, 4 O 

6 Hit Combo . . . □, 3^0 + C\ 4 ♦ + O 

5 Hit Combo ... ♦■ + 3, C\ 3, □, 3 

5 Hit Combo .. . ,.,. ^ + /A O, 4 4 * + A 

Unblockable Moves 

Spinning Godfist . ^ + □ + O 

Double Spinning Godtist ... *• + 0 + 0 

Julia Chang 

Sideways Body Drop . . .. 

Fisherman's Supfex . . . .. . .3 

Full Nelson Suplex ... . 

Front Suplex . .... 

Triple Strike Grapple . . . . . « 

Cyclone Suplex .. 

Running DDT . . . (sidestep 

Spinning Air Neckbreaker (when 

facing opponent's back) ...... 

Low Combo Break 

(against left attacks! - - -......... 

Low Combo Break 

(against right attacks) . 

Taunt . . .. . 

One-Two Si Low Kick. ...,,..4 

One-Two Si Kick . -A, C 

One-Two Si Cannon Lift 
(if second punch connects) ..4 -3, □ 

Treble Clef Cannon.... ..,4 ~4 -□ 

Modified 

69 Slam . {sidestep right) U + X 

Bass Clef Cannon . + 4 □ 

Punch Si Spin Behind . ♦• + 3 

Suplex .... . . . + A 

Dashing Punch & 

Elbow Rush. . + , ^ +43 

Running Punch Sii 

Elbow Rush .. + + 4 

Dashing Uppercut .. . + □ 

Elbow. . . . . .. +, ■* + □ 

Palm Strike . . . ^ + 4 -3 

Twin Arrows......... . . □ + 3 

Triple Kick Combo .. ,0, 0, 3 

Face Kick . + X 

High Kick Si Double Low Kicks 0, 0^ * + 0 
High Kick Si Low 

Kick with Uppercut ... 0, O, □ 

Spinning Axis Shift. .. .,X + 0 

Triple Kick Combo ... 0, O 

High Kick, Low Kick 

Si Low Kick...... ^'Z\ O, + + C 

High Kick, Low Kick & Uppercut . 0, □ 


Skyscraper Kick (while standing up).. 

Cannon Bias! (while standing up)... 

Cannon Blast & Treble Clef Finisher 

(while standing up). A, 4 

Cannon Blast & Twin Kicks 
(while standing up)......... 




- +□ 

4* •¥ 

t A 
* + □ 
left)n 


+ x 
+ 0 
+ .3 
+ X 
+ 3 

+ r.'j. 

+ X 


Cannon Blast Kick & 

Low Kick (while standing upL . . . .,4 0 , ^ + 

Cannon Blast Kick S< 

Uppercut (white standing up) .. A O, 

Cannon Blast & Buffalo 

Arrow Combo (while standing up) .,... 3, D, O, 

Cannon Blast ...... X, - 

Cannon Blast St Treble Clef Finisher . X, 4 

Cannon Blast Si Twin Kicks... ..... X, -4 O, 

Cannon Blast 81 Kick & Low f^ck . X, O, ^ + 

Ciannon Blast & Kick & Uppercut . . . X, -A, C\ 

Cannon Blast & Buffalo Arrow Combo . X, « 3 , D, 0, 

Low Sweep ... + 

Full Sweep Si Bow Leg ..+, » + 4 

Buffalo Arrow Combo . . . . . □ + 0. 

Punch Si Buffalo Arrow Combo . D, ~4 '4 

Lead-In Punch Si 

Cannon Lift (If Lead-In punch connects).. . '* 

Lead-in Punch & Low Kick . ^ 

Lead-in Punch Si High Kick........... ... * 

Front Sweep & High Kick ..... * + 

Front Sweep Si Fan Kick. ... + + 0 

Front Sweep Si Cannon Blast .. + 0, 

Anchors Away ........ .3, «X, 

Anchors Away (starts low) . * + X, 

Earthquake Stomp. .. . . + X + 

Heaven's Cannon ........ ^ + G + 


+ 

+ 3, 
+ ■- 
4 n. 

+ + 


,0 

,A 

□ 

0 

A 

□ 

X 

□ 

o 

□ 

X 

X 

X 

X 

X 

Q 

X 

o 

o 

□ 

□ 

□ 

o 

0 


COMBOS 

10 Hit Combo.... 
10 Hit Combo..,* 
10 Hit Combo.... 


... 4 4 4 X. X, X, O. O, □ 

... A, 4 4 4 X. X, 3 , X, 4 □ 

. 4 4 4 4 X, X, 4 4 O, X 


Unblockable Move 

Heaven Cannon . . 



+ + □ + O 


DDT.,..... >' + 

Swinging DDT. 

Tombstone Piledriver, + 

Coconut Crush. * + 

Giant Svwng. 

Figure Four Leglock .... * + 

Jaguar Driver... 

Flying Press.>, ♦ + 4 ~ 

Frankensteiner.+ 

Split Powerbomb.+ 

Atomic Knee 

Buster (from left side)....... 

Atomic Knee Buster (from right side). 

Argentine Backbreaker 

(from left side).... 

Argentine Backbreaker 

(from right side) ..... 

Cobra Twist (when 

facing opponent's back).. 

Half Boston Crab (when 

facing opponent's back)... 

Shoulder Powerbomb (when 
facing opponent's back ^ + 

Reverse Full Nelson.(sidestep) 

Cannonball (from 

sides or back...(sidestep) 

Reversal (against 
low kicks)....> + 


3 + O 

Q + i_k 

□ + X 

□ +A 
A+X 
+ +□ 
D + 3 
+ + □ 

□ + A 
X + C 

□ + 3 

.□ + X 

3 + O 

.0 + X 
,3 + 0 
A + 0 
.□ + X 

□ + 3 
^ + 0 

3 + 0 

□ + X 



Reversal (against high kicks)_____+ + + w 

Low Powerbomb A 

(when opponent is crouching)..+ + □ + X 

Low Powerbomb B 

[when opponent is crouching)..+ + A + 

Reverse Full Nelson,,,,...» + ^ + '" 

When Opponent Is on the Ground 

Mini Swing (face up. feet towards).+ □ + X 

Crotch Headbun (face up, feet towards).."^ + + 

Figure Four (face up, feet towards)... « + +3 

Camel Clutch 

(left side, face down, feet towards) .."^ + □ + X 

Camel Clutch 

(right side, face down, feet towards).■ + 

Crucifixion 

(left side, face up, feet away).... + D + X 

Crucifixion 

(rightside, face up, feet away),,,,.. “ + + c; 

Chicken Wing 

(left side, face down, feet away).“ + n + X 

Chicken Wing 

(right side, face down, feet away).....< + ^ + 0 

Multipart Throws 

The Ultimate Tackle..... •*, n, +,* + □ + a 

Mounted Punches..... .„.,„,.„..a 4 4 4 □ 

Ultimate Bonesplitler....^x + C; n, □ + A, O + 3 

Arm Break..........+ 

Double Arm Break..,........AQ + a 

Leg Break........,AX + 

Mounted Punches & Arm Break. ^4 □, □ + 

Mounted Punches & Leg Break....^4 -3 4 X + C 

Irish Whip......+ □ + 

Spinning Ground Smash.+ 0 

Quick Slam....... 3 + 

Spin 8 t Let Go.......+ X 

Turn Around & Let Go....^ 

Jaguar Driver....“, '* + 4 

Boston Crab.....X, ., 4 + A 

Standing Achilles Hold.... n, » + ^ + X 

Scorpion Death Lock.+ 3 X, 4 n + X 

STF,.... ^4 4 X. 0 + 3 

Indian Death Lock,,,,....^G + A, O, X, D + A, 0 

Romero's Special... ^4 X, O, i + X + 0 

Single Arm Hyperextension......n, + □ + 0 

Double Arm Hyperextension....^O + 4 0 + 3 

Russian Leg Sweep.....0, A + 0 

Arm Crucifixion,,.,...^4 X, O, X + O, □ + A 

Chicken Wing Face Lock..33, 4 □ + 3 + X 

Dragon Sleeper.. 4 X, □ + + O, □ + ^ + 0 

Rolling Death Cradle.^G + X, X + O, A + 0, 

□ + 3. n + A + X 


frifi Y 


FEfYl 4 





















































































































































Medium Sav^ate Kick....... * + X 

LowSavate Kick...... ^ + O 

Savate Kick Combo..... « + X, O 

Turnaround Kick Si Back Turned...^ + 0 

Turning Hand Knife Si Back Turned.. O + A 

Moonsault Press.....+ O 

Clothesline .........+ .i. 

Backhand...,...... 

Jumping Side Swipe...(sidestep) X + 0 

Elbow Drop.....+ n + A 

Bouncing Knucklebomb....a a ~G + a 

Middle Smash....n, A 

Jaguar Backbreaker.........^D + A 

Jurmping Powerbomb.*.......+ A, n, X + O 

Knuckle Bomb. ^ + A 

Jumping Elbow Drop.. + + + ‘ .■ 

Crouchdash & Jumpback...a ^ : 

Flying Cross Chop...■► + □ + A 

Low Punch & Uppercut.........* + O, «n + A 

Convict Kick........■* , + + J 

Drop Kick... + + X + O 

Black Shoulder... .■* + + X 

Dark Arrow........(sidestep) A 

Ankie Smash...*..□ 

Ali Kicks.......♦ + X + a O. C 

Ali Kick, Middle Smash.... * + X + 0, A 

Moonsault Press....+ 0 

Jaguar Lariat....+ A 

COMBOS 

10 Hit Combo............□. A* O, O, Q, □, X 

10 Hit Combo.........□. A* □, D, .A 0, O, O, □, □ 

10 Hit Combo,.Ar □- □, X, X, O, C\ □ 

10 Hit Combo....D. A, D, X, X, C. €■ a X 

10 Hit Combo......A, □, □, X, X, O, X A, □ + 

9 Hit Combo.+ A, □, A, O, O, 0, O, X 

9 Hit Combo...-....+ A, □. □, A, O, O, O, O, □ 

9 Hit Combo. ^ + A, D, □, X K O, 0, □ 

9 Hit Combo.. * + A, □, □. X, X, 0, Q, D, X 

9 Hit Combo.+ + A, X, X, O, X, + A 


Unblockable Moves 

Jaguar impact.. 

Moon Press,..,.. 


..+ D + zj 

.+ G + O 


Two Rush Punches......n, a, a 

Dragon Stance. + 

Three Rush Punches.....n, □, A, □ 

panther Stance... * 

Rush Punch Combo.a G A A A 

iiger Stance....... + 


Quad Punches & Low Kick.. 

Crane Stance. 

Crescent Kick 6i Double Punches 

with Low Kick. 

Crescent Kick & Double 

Punches with Mid Kick...... 

Crescent Kick & Triple 

Punches with Low Kick.. 

Crescent Kick & Triple 

Punches with Mid Kick. 

SixAegged Fury 

(while standing up)..... 

Turn to Back Position.. 


■», n, □. 4 □, Zi. 0 

■ Phoenix Stance. 

n, 0, .Z, D, /■„ X 


A.. ^ 

^ Phoenix Stance 


^ Crescent Smash 

.+ + C, □. A, X 

; Hawk's Claw Kicks 

.^ + G, C, A, 0 

! Drunken Stance 


Sweep ^ Play Dead Position...........^X, - A 

Rave Spin ....-C, O 

Rising Low Kick.........AX 

Rising Mid Kick........... 

Drunken Stance (reversal on counter).+ X + O 

Snake Stance....... ■> + + X 

....+□ + ■■■ 


L.\ □, A, D, X 
„.+ A. □, C 


- + C. ■ j, 0, C; X. X 
...+ X + 


High Backfist & Back Turned Position. 

Low Backfist & Back Turned Position...+D 

Backwards Uppercut..... 

Rave Spin......A* + G, C 

Backwards Mid Kick.,..... 

Triple Backflip.....^X + 0, X + C; X + -G 

Slide Position.....+ □ + 

Slide............X 

Rising Left Low-Kick.-. 

Rising Right Low-Kick..... ^0 

Boll to Play Dead Position........„.. 

Play Dead Position.....+ + X + G 

Kangaroo Thrust..........-h O 

Sweep..... 

Rave Spin..........-O 

Rising Mid Kick.,....... 

Roll to Slide Position...^ + + □ 

Low Cartwheei & Face Down Position.G, ~X 

Low Cartwheel Si Face Down Position....^0, “X 


Lei Wulong 

Trip &i Elbow....... 

Crescent Punishment (sidestep right).. 

Side Throw (sidestep left)...... 

AlleyOop Back Punch 

(when facing opponent's back).....0 + X 

Low Combo Break (against left attacks) - + O X 

Low Combo Break (against right attacks)..*f + A + 0 

Flying Sky Kick.....-.+ X 

Meek Wringer.......... 

Trip... •*, '* + □ + A 

Headbutt........A +U-^ 

Spinning Forward Kick...............a O 

Spinning Rush Kick.., a X 

High Roundhouse... 

Foot Sweep.........+ G 

Hopping Kick....A 

Rave Spin...........■ + 0, 0 

Rave Sweep & Snake Stance. * + G, 

Elbow Drop (hits opponents 

on ground) Si Play Dead........... * + A 

Turning Punch with Back Turned......O + ^1-., 

Turning Punch.........O + A 

Turning Punch Si Uppercut.... + .A, -□ + A 

Rolling Kicks with Face down.O, ~CG X, X 

Guard Mefting Punches.....n, A, A, □ 

Rush Punch.....,.,.....a □ 

Snake Stance..... * 

* -FSiYl ISEB ***** A*iA*iiii**i****i A******'^*^**^** 


.X, X. X, X 


Drunken Punch...... 

Double Back Kick St Face Down Position. 


.. □ 

...X -f G 


Snake Stance 

Hopping Punches..... □, Q DL □ 

Three Punch Combo .... l\ A A 

Hopping Punches fii Snake Stance. □, □, O, □, □, 

Snake Jab ^ Dragon Stance.A, ~ ** 

Double Snake Jab & Dragon Stance..A •■A 

Triple Snake Jab Si Panther Stance..,A, A, .A 

Hopping Kick & Snake Stance.....,.0 

Cannon Kick with Face Down......X 

Dragon Stance fii Neck Shake Throw... □ + X 


Dragon Stance 

Double Arm Strike.. 

Double Arm Strike Si Tiger Stance 


■ Li, 






Spinning Forward Kick...........„0 

Neck Shake Throw.......ill 

Drunken Stance....-. 

High Crescent Kick.......,X 

Low Sweep......... 

Rushing Dragon Combo..O. O, A, X. O 

Rushing Dragon 

Combo (ends low)...0, □, Gi, X, ♦ + O 

Simple Throw......,,A: + A 

Double Arm Strike Si Tiger Stance..,,.....zi. 

Tiger Stance 

Overhead Swipe. ...,0 

Spinning Rush Kick.,.,... X 

Overhead Swipe... ....gL 

Fast Sweep........O 

Panther Stance 

Two-Handed Low Punch.. □ 

Double Low Punch Combo... ...n, 

Guard Melting Punches.A, A 

Low Sweep..,,.. X 

Low Sweep & Phoenix Stance............. * + X 

Uppercut. A 

Right Kick (same as t C from normal stance),,,,,...0 

Left Lunging Panther Combo...,.,,,..,0, □, X 

Right Lunging Panther Combo..0, □, zG D 

Left Stalking Panther Combo............Xi G., □, A. X 

Right Stalking Panther Combo..X, A, □. A, O 

Crane Stance 

Backfist with Back Turned. ,A 

Rush Punch (back turned on block)... 

Hop Forward & Low Kick.G 

Hop Foward & Mid Kick....... 

Four Hit Crane Combo...,...X, C, .iG X 

Combos 

10 Hit Combo....□, X + □, G., O, □, GG O 

10 Hit Combo......GG □, G, 0, □, A X 

9 Hit Combo...G, X + ‘A X + 0, □, D. A 


Unblockable Move 

One Leg Stance....,,, 




J 


A****************.********** 
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escaping From rhraujs 


B onsidering that throws are an 
important part of Tekken 3's 
combat, you will r^eed to learn how to use 
them and how to reverse them. You can 

escape from almost every throw in tins 

game if you know what keys to press. 
Here is a listing of the predominant throws, 
both standard and linking, and what con> 
mands you need to input in order to 
escape from them, Learn to recognize 
what throws look like, so you can react 
right away and have a higher chance of 
getting out of them. 

King 

Tombstone Piledriver. 

Giant Swing... □ 

Coconut Crush ... . .. 

Camel Clutch. □ 

Spinning Ground Smash,......X + C 

Turn Around & Let Go. □ + ij. 

Jaguar Driver... X+ :^ 

Russian Leg Sweep.. A 

Dragon Sleeper. □ 


Rolling Death Cradle..........A 

Standing Achilles Hold.... ....^ 

Crotch Headbutt....,,..... 

Figure Four Leg lock.□ + A 

Chicken Wing... A 

Spin & Let Go...□ 

Quick Slam......A 

Scorpion Death Lock ,,.. ...A 

Indian Death Lock_____□ + .A 

Arm Break .,. □ 

Giant Swing. . □ 

STF,„... □ 

Reverse Full Nelson.□ + A, A □ + . 

Crouch Grabs 

You can escape from all of King's Crouch 
Grabs with □ + / 

Jin Kizama 

Tower Breaker. A 

HeadButt......□ + A 

Striking Fist. . .,A 


Ling Xiaovu 

Human Hurdle,..... 

Over-Shoulder Throw... 

..A 

Hwoarang 

Trip Takedown.... 

Boot To The Head.... 

Rolldown &i Jawbreaker.,.... 

...□ + A 

.□ 

.A 

Eddy Gordo 

Spiraling Hip Toss... 

...□ + ,:i 

Paul Phoenix 

Kick Toss.,....... 

Shoulder Ram,,.. 

Striking Shiho-Nage..,.... 

. A 

...0 + • 
...0 A 

Lei Wulong 

Trip.. 

Neck Shake Throw.. 

...0 + A 

. ,□ 

Forest Law 

Chastisement Punch. 

Dragon Dive....... 

...□ t A 

.. n 


Dragon Knee .. 

. □ + A, 

Yoshimitsu 


Sky diver . .. 

. n + A 

IMina Williams 


Chin Bash .... 

.. A 

Standing Reverse Arm Lock „„ 

. □ 

Rear Gatelatch 


Falconwing Squeeze . 

. □+ ^ 

Falling Reverse Arm Lock 

.. □ 

Knee Bash & Neck Snap.,. . 

. ...,A 

Octopus Special ... 

. □ + A 

Falling Neck Snap ..... 

.. □ 

Twisting Shoulder Break . . 

... A 

Falling Neck Snap . 

. n 

Embracing Elbow Strike .. 


Overhead Neck Throw,., . 

. □ + A 

Crab Claw . . . 

. ,□ 

Rolling Arm Bar . . . 

. □ + A 

Achilles Tendon Lock . 

. A 

Knee Cross Lock . 

... □ 

Double Leg Break . 

. □ + A 


A 


Nina Williams 

Chin Bash .... ■,’*,0 + A 

Neck Cutter Si Arm Bar, . O, X, U + A 

Standing Reverse Arm Lock ... X, A, □ 

Rear Gatelatch 

Falconwing Squeeze . .. ^X, □, 0, □ + A, □ + A 

Falling Reverse Arm Lock . □, X, O, O + A 

Knee Bash & Neck Snap ... X, O, A, A 

Octopus Special ..... A, 0, X, □ + A + X 

Falling Neck Snap ... X + O, □, A, □ + A 

Crab Claw,, ..... V x + G 

Rolling Arm Bar . ..^X + 0, X, A; □ + A 

Achilles Tendon Lock ...+ O, O, A, □ + A 

Cross Lock . .^X, □, O, A + O 

Rolling Achilles 

Tendon Lock .....AD, X, A + 0, X + 0, □ + A 


Lifting Toss.......... A ^ O 

Falling Elbow..... ^ 


Arm Lock .....^A, □. X 

Simple Throw ... . . O + X 

Embracing Elbow Strike . □ 

Overhead Neck Throw ..... ^ + A 

Shin Smash .. .. . '',<■+□ + 0 


Standing Reverse Arm Lock ...„^D, X, A, □ 

Rear Gatelatch 

Falconwing Squeeze . ^X, □, O, 0 + ^0 + L 

Falling Reverse Arm Lock,,. ...^A, □, X, O, □ + A 

Falling Neck Snap .^O, X + O, □, A, □ + A 

Twisting Shoulder Break.. .^A, □, □ + A, □ + A + X 

Octopus Special . . . A, Ov X, D + A + X 

Coconut Crush. . (sidestep right) A + O 

Super Backbreaker,..,,. .. (sidestep left) D + X 


Three Limb Break 

(when facing opponent's back) ..... . . O + X 

Reversal (against left attacks) .... + u + X 

Reversal (against right attacks) .. . .. ♦ + A + 0 

Low Kick Counter (against left attacks) . + + O + X 

Low Kick Counter (against right attacks) + A + O 

Double Slap .. . ... ..*■ + A, A 

Throat Stabber ... . + + A 

Throat Cutter ... □ 

Bad Habit,.... ..... +. +X 

Panther Claw ..... + A 

Crazy Slaps ... . . -f A 

Wipe the Floor . . ... »* +0 


Venomous Breath 
Can Opener... . 


+ X 

... " +o. X, O 


Low Kick & Double Punches 

with Blonde Bomb ... 

Side Stab .. .. 

Upward Slap . 

Juggling Upward Slap . 

Ground Stomp ... 

Blonde Bomb ... 

Leg Grenade . . ... 


+ X,^Q, + Q-i'A 

. .. + A 

.. - + D 

.. X + A 

. . . ♦ +X+‘0 

. + A 

... + + 0 



Bone Cuner (Achilles Tendon Lock 

oncounter) ..... + + X 

Knee Cross Lock . . .. . . ^X, □. 0, A + O 

Rolling Achilles 

Tendon Lock,,,., . ^0. X, A + O. X + 0, □ + A 

Divine Cannon . .. .. . . ■< + X 


Slice Kick . . ... . . * + O 

Divine Cannon Combo..... ..... + O, X 

Bermuda Triangle ...... ...□, A, C 

Jail Crash ....... A, * + X, O 

Cemetery Crash,,, ..„„„. □, A, + + X, .A 

Quad Punch Combo Si 

Blonde Bomb ..... □, A, □, o, + + D + a 

Spark Attack...,,.., . . . . . O, A Q 0 

Leg Break Combo .... + X, O 

Double High Kick ...... X, O 

Machine Midkicks ... ,■ + X, X, X, O 

Machine Midkicks & Double Punches with 

Blonde Bomb .. ^ + X, X, X, A ♦ + LJ + A 

Machine Midkicks & Low Kick . * + X. X, X, X 

Flush Combo ....... ^ + X/D, A 

Assault Combo . . . + X, O, A, + + O + A 

Lunging Assassin Combo.,,,, . ■ + X, A, + + X, O 

Three-Hit Assassin Combo ... ^ + X, A O 

Double Kick & Uppercut Combo ... ...O, X, A 

Low Kick Si Uppercut Combo . ^ + X. A 

Step in with Upward Siap. . . . -A 

Killing Blade ..... (sidestep) <■ + □ 

Palm Uppercut . (sidestep) A 

Quick Slap . (sidestep) □ 

Quick Blonde Bomb., . „„,{sidestep) □ + .A 

Low Kick.. ..... .„{sidestep) O 

Hunting Swan ... ... . + □ + A 


COMBOS 

10 Hit Combo.. . □. A, □. Af K X, A, □, A, O 

10 Hit Combo ... A. □, A, X. \ A □. O, X 

10 Hit Combo . A, A 0. X, O, A O, X 

10 Hit Combo.. . A A X, X, A 0, X 

10 Hit Combo,, ■ + □, A, □, A, X, X. A, □, A, 0 

10 Hit Combo., . * + □. A, □, A, O, X, O, A O, X 


Unblochable Move 

Hunting Swan .. 


*^ + D + A 


IYIfiy 
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Forest Law 

Quick Punch 81 Dragon Toss . 

Leg Grab Takedown ... . . 

Dragon Dive . . . . 

. . + X 

. A + 0 

. + + A + X 



Chastisement Punch .. 

.. ** +D + A 

Bulldog . . . 

. 4 0 + 

Dragon Knee.... ..... 

. + + X + 0 

Crotch Punch...... 

sidestep right) □ + X 

Headfock & Kick. . 

..sidestep left) □ + X 

Throat Punch 


(when facing opponent's back),,,,,... 

. . . ...n + X 

Punch Counter .. 

. + □ + A 

Dragon Fist Strike ... 

.......aq 

Turning Backfist ... 

A A 

High/Mid Combo Break 


(against left attacks).,.. . .. ,... 

.^ + n + X 

HighWid Combo Break 


(against right attacks) .. 

4 + A + ' 

One-Two Punches... 

. □, A 

Dragon Elbow Stab ... 

..... ♦ + 

One Inch Punch.. 

. 4 

Dragon Lightning Jabs. .. 

. 0 , a □, □ 

Rave War Combo......... 

. 4 4 - A, Zl, A 

Double Knuckle.. 

. A, A 

Dragon Low Kick (while crouching 

... X 

Step-in Kick . . . 

. * +x 

Triple High Kick Combo.. . 

. X, X, X 

Double High Kick & 


Middle Stab Combo.. 

. ...X, X, 4 + X 

Shaolin Spin Kick .. . 

. 0 , X, 

Dragon Slide....... 

. *, • -hX 

Double Flipkick Combo . 

.... X + 0, X 

Backflip Rush...... 

... ♦ + X + 0 

Dragon Tail ... 

. » + 0 

Junkyard Combo.,*. 

. ,„<■ + A, K 0 

Charging Power Punch . ... . 


Cancel Charging Power Punch. 

.... ♦ 

Acrobat Combo ..... 

*' + A r.' 0 

Bicycle Kick .... 

. (sidestep) X + 0 

Catapult Kick....... 

. .>. t + j 

Punt Kick... 

. ,4 t n 

Low Elbow &i Reverse Flip Kick . 

. + A, 0 



Low PuriGh & Flip Kick . 

Dragon Low Kick. Left Kick 

St Flip Kick .... 

Dragon Low Kick, Double Left 

St Flip Kick.... . . .. 

Dragon Low Kick. Triple Left 

& Flip Kick . 

Toe Kick St Flip Kick . 

Low Twist Kick St Flip Kick . 

Low Sweep St Flip Kick .. 

Roundhouse St Flip Kick . . 

Triple Fist Strike Combo . 


. ♦ +X. X, c 

. * K X, 0 

+ + X. X. X. X. C 

. * + c,x 

. + + 0 . X 

. ^ + X. ' 

. O. t + X 

. . ^ + D, A, D 


COMBOS 

10 Hit Combo . 

10 HitComibo . 

10 Hit Combo . 

10 Hit Combo . 


.. » +□, A. A. □. X, X. X. O, X.C 

. .+aA,A, □, X. X. X. X.0,0 

. * + Dr A, A, □, X. X. X. Jj O, 0 

+Q X A, A, X. ♦ + X, X AO, O 


Unblockable Move 

Dragon Fang ... “ + □ + A 



Slap Si Forearm Chop.....+ X 

360 Degree Flip.......*.A + u 

Over'ShoulderThrow...+ a 

Human Hurdle......> + “0 

Takedown Punishment (sidestep right).□ + X 

Cartwheel Throw (sidestep left).....D + X 

Super Arm Takedown 

(when facing opponent's back).□ + X 

Left Knifehand Reversal.....+ □ 

Right Knitehand Reversal.....+ A 

Higb/iVledium Combo Break...□ + O 

Low Connbo Break....>+0 + 0 

Body Push Combo Break....,.... “ + X 

Jab Si Uppercut.........♦ + 0. 

Two Quick Punches & Power Punch.A, □ 

Two Quick Punches with Back Turned... A, □ 

Power Palm Strike........ ^ + n 

Face Kick............^ + X 

Left Roundhou se.......+ + X 

Raccoon Kick St Back Turned Position.■► + X 

Stomp Kick..... * + C 

Toe Kick.. ^ + 0 

Spinning Dodge........X + O 

Low Spinning Dodge.............+ + X + O 


Dive Roll........„.+ + X + O 


High Overhead Flip.....+ X + O 

Upward Slap...*.......+ O 

Upward Spin Strike.....'♦ + □ + A 

Upward Spin Strike & 

Downward Spin Strike....■►□+ A, «□ + A 

Juggling Rising Uppercut (while standing up............. A 

Skyscraper Kick {while standing up),..O 

Cartwheel.......-♦ + O + A 

Spinning Punch & Back Turned Position**...*****> + □ 

Back Turned Position.....+ X + O 

Turn Towards Punch.*... aq 

Reverse Slap......... ...*aa 

Turn Toward Kick...... 

Reverse Ankle Kick.....+ X 


Vertical Hook Kick...... 

Reverse Three Hit Flurry.. 

Reverse Jump Kick ..***.„. 

Hop and Throw (from left side).. 
Hop and Throw (from right side) 

Reverse Roll.... 

Kangaroo Kick..... 

Spinning Dodge.. 

Reverse High Overhead Flip...... 

Windmill Slaps..,,..,.....* .**.-. 


...aq 

..*...,......aa, □, O 

.A + ^ + + X 

..A + ^ 4 + O + X 

. A 4^ 4+^+0 

.......A4 +X + 0 

~X + r 

..AX + c 

. A4^ 4 + X + O 
. 4 + n 



Windmill Slaps St Phoenix Stance. 

Phoenix Stance...... 

Crouch.,,....... 

Left Stomach Strike... 


+ + a * 

+ □ + A 

..A 4 

....AD 


Right Stomach Strike.. 

Phoenix Uppercut.... 

High Forearm Bash ... 

Evasive Roll Si Throw,.*.... 

Throw Carrcel Si Phoenix Stance 

Evasive Roll Si Throw.... 

Throw Cancel &, Phoenix Stance 
Low Kick...,....... 


.A A 

...,.AQ + A 

...A4^P +A 
.....AD + X, n 

..A 4 


aa + C; n 



Skyscraper Kick.,. 

Sweep Kicks Si Skyscraper 


Kick Combo...... ah + ,: 7 , 


Back Turned Position ... a 4 + D + ^ 

Forward RolL,,....... a 4 + x + O 


Strang Sweep,....~X 

Hop Kick..... *..a t + X + O 

Twirling Kick.....♦ + O. 0 

Double Jump Kick......At + x, X 

Jumping O'/ertiead Kick..... ^ + C 

Circle Stance & Power Punch...+ + □ + A, A 

Circle Stance Si Phoenix Slrike ..t + 0 + A, Q + A 

Spinning Axis Shift.....♦ + □ + Q 

Four Hit Flurry.......... *♦, X, A, □, 0 

Spinning Sweeps & Skyscraper 

Kick Combo.....A O, O 

Low Spin Punch Combo... >, * + A, □ 

Rising Phoenix Comb,.......> + n + A, A, □ 

COMBOS 

10 Hit Combo ♦ + O, □, A, □ + A, □, X, Q, O, O, □ 

10 Hit Combo ♦ + 0 , □, A, 0, C\ A, □ + A, O, A, 


Unblockable Move 

Phoenix Strike....♦ + n + A, «0 + A 













































































































































Trip......... 

Skydivsr.... 

Clommitsu...... 

Isidestep righti... 

Bouncing Cartwheel Slam 

(sidestep left! ... . 

Spinning Rainbow Drop 


■ Low Spinning Fists 
i Life Steal... 

...+ A .X A 

............AG + vJ 

■ '■ Downward Spiral 


n+ J Attack A . . .. 

H “ + L.'j ^ + _A "^ + iZi, .v'L i,,, ■‘.-.J Z,\ 

; Downv^rd Spiral 

+ Q ; Attacks.. . 


■ Downward Spiral 

.□V X ; . 

y X . j. A A A A . T 

Spinning Sword Flip. 

. ♦, », ■» 4 □ 


(when facing opponent's back)..... P + X 

Sword Reversal...... ♦ + u + 

Low Combo Break (against left attacks) ....A + D + X 

Low Combo Break (against right attacks). + + ‘ + ' 

Backfist....... ♦ -i- . 

Elbow Smash (sword slice on counter)...... ....-fr, + + 

Flash Attack Combo.........-X 

Flash Punch & Low Kick..... • „ - + + X 

Kangaroo Kick..... . , -X 

Zigzag.X, 

Flying 69 Siam. IH 4 X 

Triple Roundhouse Combo......... ,0, Or O 

Spinning Fists....+ 0, D, C, □, □ 

Low Spinning Fists...... . + 0 .f-r -X 

Top-Spin Attack. .....<■ + □, □,□,*'+ X, X, -^ + 0 

Spinning Sweeps & 

Front Kick ....,..+ X, X^ X, X^ X, ■► + O 

Full Sweep.„............. '' +X 

Shark Attack...+ X + C ^ n + X + :::, 

Reverse Cartwheel with Back Turned. □ -t- A, 

Backfist......... 


Bad Breath Stance & Bad Breath .. + + □ + o, □ 


Poison Wind. 

Poison Wnd Corr^bo 


Poison Wind Combo & 

Sword Slice..,. ... ^ + X + 


\ * + n, 
* + <■ > O, x + □ 

.... * + Ljj □, C, D, □ 


Quick Elbows . 

Eibow< Backhand, 

Low Spinning Fists . 

Sit Down . 

Kangaroo Kick .... . . 

Low Spinning Hands ...A, 

Front Kick St Sword Slice ... ^ + X. G 

Knee Hop .... . . .... + , •* + 

Sword Debate Position . . . ...(sidestep) X + 0 

Health Restoration. ..... a + 

Life Siphon A . . .....+ C- 

Life Siphon 8.. .......^G + X 

Backwards Teleport..,, ... ^ + X + O 

Suicide Stab ..... + + D + O 

Suicide Top . ^ □, D, □ 

Dashing Suicide . + + □ + ,0 

Second Stab (Suicide Stab) .. . ... . . -* 

Sword Slice . . . ... . . + □ 

Sword Slice Hop (release ^ to strike) . + Cl 

.. +. ^ ^ Q 

.. . . ** + □ 

. 

. t + □ + +, + 

.. ♦ + □+A 


Sweeping Slice ... 

Sword Stab . 

Sword Spin..., ... 

Pogo Stick & Slide Forward.. 

Pogo Stick Si Hop Up . 

Pogo Stick Si Kangaroo Kick.. 

Copter Blade . 

Extended Copter Blade . 


Combos 

to Hit Combo. . □, Li. a r, r, r\ o, D 

10 Hit Combo,,. . □, A, Li O, .A 4 a □ 

10 Hit Combo . O. C' .A v ; D, G, □, G 

8 Hit Connbo ... □, a, □, A, 0. □. X. + o 

8 Hit Combo .. A, A, A, L. 0, D, X + 0 

5 Hit Combo. .. . .. C, A. ■ □ 


UnblockabEe Move 

Sword Stab.. 


Paul Phoenix 

Arm Toss..... 

Shoulder Popper........... 


ShihoNage.........» + 

Kick Toss..........+ 

Shoulder Ram........+ + 

Trip & Shoulder Toss..,......(sidestep right) 

Throw........(sidestep left) 

Hip Toss (when facing opponent's back)...... 

Reversal (against left attacks)..♦ + 

Reversal (against right attacks)......^ + 

Amateur Flipkick.....+ A + 

One-Two Punches........... 

Jab & Kick Combo..... 

Flash Attack Combo.... 

Jab St Low Kick Combo.,.,..... 

Left Jab & Kick Combo .... 


.□■hX 

- ■+ . 7 

D+ A 

A.+ X 

□ + x 

□ +X 
D + X 

□ + X 
A + 

X + 


Can-Can Kicks........+ X. Aj 

Can-Can Kicks 6i High Roundhouse..+ X. :./X 

Can-Can Kicks & Mid Kick.+ , ■* 4 X, O, + + X 

CarvCan Kicks St Low Kick,„,»....y.*.,,+, + + X, A, + + X 

Falling Leaf Combo.....♦ + a, 

Neutron Bomb.....^ . 

Stone Splitter....+ + 

Tile Splitter.......+ u 

Phoenix Smasher.....+ , + A 

Elbow Lift.....*, + + Lj 

Dash Back Power Punch .♦ + q 

Backwards Dodge..♦‘.n 

Sweep, Undercut Efbow & Uprooter..^X, A ^ , 

Sweep, Undercut Elbow Phoenix Smash.......^X, a, □ 

Tile Splitter........... 

Palm Strike*........ 

Ultimate Phoenix Smasher....+ + □ + 

Tile Splitter fit Falling Leaf ComtK).,,..+ A", a A 

Tile Splitter fit Phoenix Smasher...... * + n, 

Undercut Elbow Si Uprooter,.,.*... ^ a. 

Undercut Elbow 6i Phoenix Smasher., □ 

Elbow Smash.,........ + , 

Sidestep 6t Shoulder Ram.... + -h A + 0 

Overhead Smash....,■» 4 □ + a. 

Ultimate Tackle...+ □ + .a.. 

Mounted Punches.... a, U a. □ 

Arm Bar...+ a 

Punches & Arm Bar.A, + A 

Ultimate 

Punishment,.,.,,...+ ..a, □, -n, -C, + A 

Sweep, Undercut Punch 

& Uprooter.. ..* 

Sweep, Undercut Punch & 

Phoenix Smash.. 

Combos 

10 Hit Combo . C, .A, X A, □, . 

10 Hit Combo,.. Q AvX, a L;. 

5 Hit Combo.___A., X, □, A 


Unblcickable Move 

Super Death Fist. 


rriH V 


Fsm 1930 A 











































































































































Eddy Gordo 

One-Two Hit . . .......... Dp 

Barbed Wire ..... ...... + C 

Boomerang Kick.. .. . . -f X + 0 

Leaping High Kick ..... ■* + O, 0 

Leaping Low Kick, ... ■* + Op X 

Jumping Toe-Touch Kick..... * + X + 0 

Jumping Roundkick ..... .* + O 

Satellite Moon .. O, -X 

Bazooka Kick ...... . . 

Satellite Ground Kick,.,,.. ... -^X 

Vault Sweep .... **h„Xp -0 

Rollout Left Punch ......... 


Rollout Right Punch ... 

Crying Needle..,,.,,,., ... . 

Double Crying Needle ... 

Ground Kick . . .. 

Ground Kick St Double Crying Needle ,^0p 

Ground Kicks Combo ... .. 

Cartwheel Kick ... 

Bushwacker ... . . 

Monkey Trick ...... 

Vault Sweep,.,.. ........ 

Lunging Front Kick . . .. 

Arching Crescent.,,,.... .. 

Flapjack Kick ...... 

Reverse Somersault,,,,., .... 


... 

. .^□+ 

.AQ 

n ’t" 0 -I" A 

...^Op 0 

^ H" X + O 
.. - -i-XpO 

. ^ + o 

.-O 

. +x 

.. ...<■ + 0 

...^0 

. .....,^X + 


IBO-Scoot Leg Toss .. O + X 

Handstand Leg Toss,..,, ... a + o 


Spiraling Hip Toss,..,,., .. . +, □ + A 

Spinning Neck Kick ..... (sidestep right) □ + O 

Side Pop Flip ... .(sidestep left) O + X 

Over-the-Top Leg Toss 

(when facing opponent's back) . □ + X 

Chain Kick ... 

Roll Kick.. ...... 

Roll Kick Combo . . . .^0, C 

Handstand Position Starter A„ ... .,■* + □ + A 

Handstand Position Starter B ... . . ■ + X 

Handstand Position & Handstand Kick ..... + X 


Crying Needle 


Stunning Elbow A . 

Stunning Elbow B..,., ... 

Shin Kick.,., .. . .. 

Outside Crescent Kick (while standing up) 
Flapjack Technical (while standing up). . 


. +X 

. + ZA 

. > +□ 

. » + 0 

. . 

.. X + o 





Flapjack Kick ......... X + ^ 

Rewinder ...... □ + '' 

Twister . + T 

Jumping Jacks . + X 

(Cartwheel Kick...,, ..— + X + C 

Ground Slam. . [sidestep) A 

Triple Flip Combo.. . (sidestep) X + . , X + T, X + ■'■ 

Satellite Ground Kick Si 

Grounded Position .. (sidestep) X 

Flyin' Eddy . . ..... (sidestep) ♦ + X, A 

Spinning Elbows St 

Cartwheel Kick .... ..„(sidestep) □ + .A, X 

Double Sweep ... (sidestep) O, 0 

Sweep ^ Somersault . (sidestep) O, X + o 

Entering Heaven . .. (sidestep) O, -X 

Forward Flipkick .. ...(sidestep) X + O 

Forward Flij 

Cartwheel Kick ... .... . 

Forward Flipkick, Cartwheel Kick 

Si Roundhouse .. (sidestep) X + C; ♦ + X, 0 


Forward Flipkick 

Si Sweep..... . (sidestep) X + ... . * + X + •. 

Double Flipkick Combo . (sidestep) X + X + 

Double Flipkick Combo 

Si Sweep..... (sidestep) X + A X + A, * -h X + 

Triple Attack Combo . + a, □, 

Sweep, Arching Crescent 5i 

Flapjack Combo ... “ + X< , X -r 

Low Blows Combo..... ■ + X, X, , 

Ground Screw Kick...,.,....... '* + X + 


Grounded Position 

High Sweep ..... ■. 

Whirlwind Kick h Handstand Position,. + . 

Bottoms-Up Sweep,.... ... .X 

Top Kick......^ - 

Helicopter Sweep . . ...... X, ' 

Whirlwind Kick........ O, “X 

Crying Needle ,,„....... □ + A 

Double Crying Needle ..... □ + A, □ + 

Handstand Position 

Wax Forwards....... 

Wax Backwards.... 

Handstand Crouch... ♦ 


Rollout Left Punch ....... O 

Rollout Right Punch ... A 

Rollout Right Punch Combo,.,.., . □, ~X, X, □ + A 

Rollout Left Punch Combo . -X, ^ + 0, Ot X + C 

Rollout Punch Combo A..„ ... □, -X, 0, O, 0 

Rollout Punch Combo B . . «X, X 

Rollout Punch Combo C . ...A -'0, X 

Inferno Kick .... t + X + C 

Stakedriver ...... + X + O 

Low Split Kick .. .... ... X 

Handstand Kick ......... 0 

Vault Sweep ....... X, '-0 


Combos 

6 Hit Combo.., 
8 Hit Combo,, 

8 Hit Combo,. 

9 Hit Combo ,. 



.. 0, "Xaa, AaA X, X 

......O. -X, 0. A. 0, X, O, O, O 

A,. 0( u, X + 0, X + Ar X + „> 
■X, O, A, c:, X, O, X, X + C 


Unblockabte Move 

Ground Screw Kick.... 


.i' + X + O 




H ASR 


4 ' ince Tekken 3 is going to be such a huge 
game^ we thought it wouid, bS'onlv.'fair if we 
came up wth a cool contest to test your sidlls— and 
test it we will. 

One of the new modes in Tekken 3 is the Force 
Mode, which resembles a side-scrolling game in the 
vein of Final Fight At the end of each stage, you must, 
fight a boss in order to continue on. Namco has 
admitted that much, but what it hasn't told us is what 
secret option gets revealed after you beat the final 
boss. That's your job. Simply play through the Force 
Mode and take a picture of the final boss and the 
option or feature that is revealed after beating him. 
Videotapes are also accepted. If you are one of the 
first two readers to send in your entries, you will 
win a complete set of comic books starring 
Tekken 3's most lovable character^Gon-the mis^A^ 
chievous dinosaur! 

Don't wait, take those pictures or record your 
videotape now. and then send them to: 






A. 


mfl¥ 








































































































































































The future is Forsaken”. 




■' -71^" 


A stunning 360 degree shooter!' 


GAMEFAN 


An absolute graphic marvel-,, 
the weapons are simply awesome.-- 
the control is impeccable/* 


ULTRA GAME PLAYERS 


Fast paced, cutting edge gameplay 
mixed with eye*popping visuals in 
a 360 degree 3D world." 






N64.COM 


















•jnC-i; 






t,TH 






Download the demo at www.forsaken.com 


NINTENDO.^ 


^«laim 


PloyStdti&n 


www.accRini.ne 


FORSAKEN TM ft ?!.:.i 1997 Acdairr EniertainiTieiii, Inc ACCLAIM <5 a rearsleretl Irndcnitirk i;>| Accliiirii Enlerlainnieiii; Inc. 
All Rights Keselve^l. Atl other IcjgoS a<e the propetlv of lli^ir r035peclJvi5 ivirties. s.th5(s shcuvn ^vere lajken liaii PC 

version ol the vicfengame 















your complere monrhly source for all rhe 
neiuesr and coolesr playsrarion chears 


Face it —^ouk a Code Junkie. You need 
every new PlayStation cheat and password, 
and you want 'em now. Don't worry, our 
sources are the best. Stay connected with 
PSM and your supply will never go dry. 


Lode Runner 

Faster Playing Game 

So you've been playing Lode Runner for a while—now 
it's time to make things Interesting. Use the following 
cheat to add a bit more speed to your next playing ses¬ 
sion. Your character and the baddies will move some¬ 
what faster, which increases the difficulty and makes 
for a more rapid game. 

First, highlight and select "The Legend Returns" 
from the Main Menu. On the next screert, highlight "1 
Player." Now hold R2 as you press X to select one- 
player mode. When the game starts, you will notice 
that it will be moving faster. 



A Hotcfing R2 while selecting Hie one-player mode will 
grva you a faster game. Itiic is the idul way to ploy Lode 
Runner if you don'^t want to get bored too quickly, 


Cirtema Cheat 

This cheat allows you access to any of the game's sirth 
plistic cinemas. First, highlight Options on the Main 
Menu. Next, you'll need to press and hold different 
combinations of the shoulder buttons on controller two, 
Each of the shoulder buttons (LT L2, Rl, R2I has a 
number assigned to it, and by pressing different combi¬ 
nations you will access a different numbered cinema. 
The values for the shoulder buttcns are as follows: 
R2=T L2=2, R1=4, LI =8. While holding the shoulder 
buttons for the desired cinema, press the X button to 
access it. So to play movie seven, hold down R2 + L2 
+ R1 on the second controller while selecting Options, 
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A With Options highlighted, grab controller two and 
press combinations of Hie shoulder buttons to see the 
various dnemos. 





> Nothing to 
write home al»ul 
here, os the cine¬ 
mas are less than 
impressive. But if ^ 
you'^re one of 
those people who 
Koi to uncover 
everything in a 
game, then Hiis 
code is lor you. 

Shadow Master 

Invincibility and a La vet Select 

Both of the following useful cheats require you to start 
a game and enter the first mission, Silvan T Once 
you've started, head to the first room with the two 
baddies in it. Kill the baddies and enter the room, You 
input the following codes inside it. 


WeWNitro 

More IMitro Codes 

We've already printed some codes for this hot 
wrestling game, but since then we've uncovered a 
few more. Without further delay, here's the rest of the 
WON Nitro codes: 

Open the Hidden Characters One at a Time 

Last month, we printed a code that opens all the 
game's hidden characters in one shot Now we have 
the extended technique for opening up all the charac¬ 
ters. Each code opens a particular character's hidden 
diaracter as if you beat the game legitimately. At the 
character select screen, highlight a wrestler and press 
L1, R1, L2, R2, L1, R1, L2, R2, SELECT Now just 
scroll through the character select menu to find the 
hidden wrestler. 


Invincibility: Press LI L2 -h R1 + R2 + X. A blue 
light will confirm your status. 

Level Skip: Press LI + L2 + R1 + R2 + A. A green 
light will confirm your status. To access the level 
skip, press START and exit the level. You will wind up 
back at the Main Menu, and you can change the level 
with the D-pad. 


Various Other Cheats 

Enter the following cheats at the Options Screen. 

Big Head, Hands, Feet: R2, R2, R2, R2, R2, R2, R2, 
R1, SELECT 

Swelling Head Mode; LI, L1, LI, L1, LT LT L1, 
L2, SELECT 

All24Rings: LI, L2, Rl, R2, LI, L2, Rl, R2, SELECT 


mm 




A Ta switch levels, use Hie D-pad back at the Mam Menu 
after entering Hie level select code. Go to any level you 
like and kick some alien butt (or the aMen equivalent). 


A This is a pretty creative way ta incorporaie a code into 
Q game. You have to actuolly enter a codie entry area. 
Hie small rwHti at the beginning ef Hie first level. 


A Now you can pit a bunch 
ogakiet each other {even more 
tsL Yippee Id yi yayl 


A The instant Win code b not as good os the code ta open 
up oil the hidden chorocters in one short (see last month's 
Code Junkies), os it only opens one character at a time. 






A A A A A A A A A A A A A A A A A ^ A-LA A A A A A A A A A A A A A A A A A A A A A A A A A A A A 4 A A A A 4A ^ 5 til A 
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spawn: The Eternal 

Hidden Todd McFarlane Interview 

Are you a fan freak? If you are, then you should be 
pretty interested in the following secret. Place the 
game in a CD player to hear the interview on the fif¬ 
teenth track- It's an excerpt from the Todd McFarlane 
(the creator of SpBwn] interview on one of the 
PlayStation Underground CDs. 

Steel Reign 

Finalfy, some cheats for this game! It's been out for at 
least six or seven months, and only now have we've 
uncovered some cheats. It was worth the wait 
though, as these are some cool codes. Enter all of 
them on the Main Menu. 



«NEVr CAME ONE PLAVER 
NEW CAME IWO PL^YK 
LOAD 


OPTIONS 


I-lsi.Ecr 


A Enter any of (Ho Atii tK« Main Menu before itafh 
ing □ gomej then get ^Ported on some cbeottn'lll 


Invfncibiirtv 

At the Main Menu, press l_2, LI, R2, , LI, 

L2, LI. Now Stan a game and never die! 


Super Tank and Morel 

At the Main Menu, press LI, L2, LI, , □, ■, ■: , L2, 
LI, R2, This will unlock a Super Tank with unlimited 
weapons, and it also provides access to all of the other 
tanks in the game. 



Secret Level 

This is easily the coolest code weVe come across in a 
while, It gives you control of a Sojourner-type vehicle 
on the surface of Mars. The mission will have you 
investigating some rocks and a large crater that con¬ 
tains something very mysterious.., Press LI, L2, LI, 
L2, R2, R1, □, -P, O at the Main Mena You will 



automatically enter 
the secret level 
after you enter the 
code correctly. 


^ We can't tell you 
bow copE cocfet 
level is, oi it will 
spoil tfw- surprise. 
You'll |ust bave fo 
check it out yourselfl 


Skullmonkeys 

Fre€ Halos 

Pause the action anytime during a game and press R2, 
O, O, ^,0, When you return to the game 
you will be rewarded with a free halo. You can repeat 
this as much as you like through the course of a game. 


^ You can 
never have 
enough of 
Hiese 
Ihings, at 
they will 
save youf 
life over 
and over. 



Level Passwords 

The following: passwords are for each world In the 
Skullmonkey universe. Each password will also pro¬ 
vide you with a certain number of lives; weVe listed 
the amount with each password. Enter the codes on 
the password screen, then press START to jump to 
the desired level. 


Worid 2 115 lives): R2, R2, O, □ 

World 3 (31 lives!: R2, □, R2, R1, □. X, R1, X, X, 
RT 

Worid 4 (35 Irvesh O, 4 □- 4 O, R1, R1, LI, K R1. □ 
Worid 5 (36 lives): Li, LT □, Ll, □, R1, □, LI, □ 
World 6 (33 lives): 0, RT L2, X, za, X, O, LI, X, 
C, X 

Worid 7 (33 lives): □, R1, O, LI, O, R1, 4 LI, X, X, 
□, R2 

World a (9 livesi: X, □, X, X, X, □, LI, □, D 
World 9 (10 lives): ziii, R2, /j, 4 □, X, 0, LI, □, P, 

Final Level (0 lives): X, .l., X, X, R1, □, C, X, LI, X 

Cinema Passwords 

There is a ton of charm to be found in the lengthy ctay- 
mation cinemas. You can now check them all without 
having to play through this less-than-exciting title. 
Enter the passwords on the password screen, the 
same way you enter the world passwords. 

Cinema 1:0, LI, X, 4 □, X, X, X, LI, R1 

Cinema 2 : 0, R1, □, 4 Li 
Cinema 3: X, R2, U X 
Cinema 4: D, R1 , X, X, X, O, O 
Cinema 5: X, 4 X, X, R1, □, O, X, LI, X 
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j eed 3 little extra help on a game? Then call the peopte 
^wtK> made it. For your convenience, we've gathered 
the following list of tip lines for PlayStation game publishers. 
Most of the numbers are 900 loll calls, so be warned—they 
will cost you. If you are under 18, you should get permission 
from whoever pays the phone bill before calling. Also, we 
don't nnaintain any of these lines (other than our own), so we 
aren't responsible for the information available on them:. 

stuck? Call PSM! 

Check it out—PSM's new tip line is the only place you can 
access the Code Junkies' Bible in its entirety—every code for 
every PlayStatbn game created! if it's not here, it doesn't 
exist! PS M's tip line also has the most complete walk- 
throughs and strategies for the latest games. Call every 
month for new updates on some of your fsvorties. And 
remember, PSM won't leave you hanging. 

Call 1-90O-772-4PSM 

If under 18 years of age. please gel your paienls' pefTnes^on 
before calling. Calls are $1.49 per rriinure. 


Acclaim ... 

Accolade... 

Activision. 

American Technos 

ASC Games... 

Ascii.... 

Atlus Software. 

Bandai.,.. 

BMG.... 

Capcom.. 

Crystal Dynamics,. 
Data East... 


.(616) 759-7800 

.....(900) 454-HINT 
.,.,[900)6S0-HINT 
.,..,(408) 453-9828 

.(203) 655T}032 

.(900) 288-2724 

.(714) 852-2351 

.(310) 92M947 

.(415) 330T3600 

.(900) 6BCL2583 

.(900) 7374767 

.(900) 454-5435 


Eidos.....(900) 7734367 

Electronic Arts.....(900) 2884468 

Fox Interactive...,.(900) 225-5436 

GT Interactive.(970) 522-1797 

Hot-B...[415156&^9501 

Interplay.. .(714) 553-6655 

Jaleco... (847) 215-1811 

KOEI... (415) 348-0500 

Kokopeli...(900) 370-HINT 

Konami. (900) 8964468 

Lucas Arts.. (415) 5074545 

Maxis. (510)933^5630 

Microprose......(410) 771-1151 

Midway/Williams.,.......,.(9031874^5092 

Mindscape... .(900) 7374468 

Namco.(900) 737-2262 

Ocean...,. (408) 289-1200 

Playmates...(714) 428^2112 

Psygnosis... (900) 9764468 

Ready Soft... ..(905) 4754801 

SCEA. (900) 933-7669 

Sierra. 4900) 3705583 

Spectrum Holobyte.....t800)695-GAME 

Strategic Simulations.....(408) 737-6800 

Technos... (408) 453-9828 

Tecmo..,.... .....(310) 787-2900 

THQ. ,..(900) 370-HINT 

Time Warner.. (408) 473-9496 

Trimark.. ....,..(310) 392^3243 

UbI Soft.(800) U8I-SOFT 

US Gold...(900) 2SS-GAME 

Viacom........ ....,..,,(303) 7394019 

Virgin .. (900) 2884744 

VR Sports.(714) 955-9592 
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Auto Destruct 

Cheat Menu 

You access most of the codes for this game through 
the cheat menu. First, however, you must open the 
cheat menu. Go to the Main Menu and press <*. 

LI. R1. R1. Now start a game and press 
START to pause. If you successfully input the code, 
the cheat menu will be the last option on the pause 
menu. Enter the remainEng codes while inside the 
cheat menu. The hidden option will appear after you 
input the code for that option. 





A Affvr wilwing the cod« to opon the cheat menui ftort 
gomo ofid thfrn pouse it to ce« ffi« new cheat menu 




A You con turn some of the hidden options that oppear in 
the cheot menu cm and off, while autotnotKally 

effect the game when they are entered* 


Extra NItros: L1. . . LI, u, R1 
Extra Money: LI, R1. +. 0, Rl. LI 

Add One Minute to Time Trial: Lt. LI. 0. O. R1, 
LI 

Invulnerable: LI. LI, L1, LI, *■. O. O. □. L1 
Infinite Fuel: LI, 0. LI, 0, Rl. L1. R1. ♦ 

CarTline-Up Menu: LI, R1, LI. ♦. 0, 

□. Rl 
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A Severot options are available in the Car Tune-llp Menu 
for ad|usling your car You'll want to give yourself the 
best engine, tires, and armor If you're a true cheater« 


Blood Mode: LI. Rl, LI. Rl 

Angels (Angels rise from dead pedestrians; only 
works when Blood Mode is enabled): Rl, LI. 

♦ Rl + LI 

Mission Select: o, LI, Rl, LI, O, t 

Next Mission {jump to next menu from the cheat 
menu): □, O. Rl. LI, 0, ♦.LI. ♦ 

All Time Trials Available: Rl. L1, O, ♦. O, G, ♦. 

L1,0 


Car Select 

You can play as any of the cars from the game with 
this cool code. First, enter the Car Tune-Up Menu 
code. Inside this new menu option, enter the follow¬ 
ing button combination: ♦. Rl, ♦. Rl, Rl. Rl. 
A Car Select option will appear at the bottom of the 
list. When accessed, this option will let you play as 
one of several alternate cars. 



Open All The Time Trials 

The code listed previously wilt open al! the Time Trials 
at once, but you can also open them individually by 
entering each stage's code on the Time Trial screen. 

New York Time Trial; LI, +, ♦f Rl 
Tokyo Time Trial: LI, ♦. ♦. Rl. ♦. LI 




A tn i4ia Tim* Trial mada, 
out worry of blaiting 
rriaadier than iho othen* 


u rac* around th« city with' 
iec. Tho Tokyo lav«l ii a bit 


d Th« limos and sedans are cool and oil, but it's the ombu- 
lance that really motivates us to pkk this game up again* 


Nightmare Creatures 
Baby Monsters 

How cool is this? We came across a code that will turn all the monsters in Nightmare Creatures into baby mon¬ 
sters! They will even have baby-like noises {at least baby monster noises). To get this to work, you must first 
enter the level select code-^ress LI. LI. L2. Rl. R1. R2. SELECT A sound will confirm correct entry* Now 
(while still on the title screen) 


press L2. L2. Rl. Rl. LI, R2, 
SELECT. You will hear that same 
noise when the code is entered 
correctly. Now begin a game and 
you will be able to scroll through 
the different levels. If you look at 




the top of the level select, you'll 
see a Reduce option. Switch it on 
and all of the monsters will be 
turned Into babies! 


A After you onter th« code* and ^rt a 
game, yau ihauld see the reduce option 
at the lop of Ike screen* 


< They're small, but they can still hike 
yau out with as much force as the nor* 
mal size monsters* This actually mokes 
the game more' difficuil—since hard' 

er to hit the pint-size baddies, youVe 
always swinging above Iheir headsi 


•A. 
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psm igsB A 























Cdoc JufsfMres 



game sharh codes 


►-You must have a Game Shark peripheral to use 
these codes. 


ALUNDRA 

Infinite Health 

Infinite Gilder. 
Infinite Magic 

99 Keys ......... 

Steel Flail. 

Ice Wand.. 

Fire Wand.. 

Earth Book. 

Water Book... 

Fire Book. 

Wind Book-.... 


....,,801ac4ac0032 

801ac4b00032 

....„801dd5c4270f 

...„801dcl5c00004 

801dd5c20004 

.801dd6c40063 

..801dd5f80001 

.801dd60e0001 

.801dd6100001 


......801 ddOSOOOOl 

....„801dd6880001 

.801dd6900001 

..801dd6980£>01 


HNAL FANTASY TACTICS 

Infinite Gil...,800577ce0fff 

infinite HP Character 1.*..801924f403e7 

801924f603e7 

Infinite MP Character 1 ..,...,801924180367 

801924fa03e7 

CT Full Character 1.....„„.801924fc0064 

Infinite HP Character 2 ....801926b403e7 

801926b603e7 

Infinite MP Character 2 ....801926b803e7 

801926ba03e7 

CT Full Character 2 ....801926bc0064 

infinite HP Character 3...80192B7403e7 

8O19287603e7 

Infinite MP Character 3. 8019287803e7 

80192S7a03e7 

CT Full Character 3.. 8019287c0064 

infinite HP Character 4..8O192a3403e7 

8019233603e7 

infinite MP Character 4 ...80192a380367 

80192a3a03e7 

CT Full Character 4...„....80192a3c0064 

infinite HP Character 5. 80192bf403e7 

80192bf603e7 

infinite MP Character 5 ..80192bfe03e7 

80192bfa03e7 

CT Full Character 5...80T92bfc0064 


RESIDENT EVIL 2 

CLAIRE 

Infinite Health...800c7c4200c8 

Start with Ink Ribbons in Crate.d013a2b20250 

800cca58ffle 

Start with Red Jewel in Crate...........d0l3a2b20250 

800cca500133 

Start with Cord in Crate..............d013a2b20250 

800cca4c0156 


Start with Unicom Medal in Crate ...,d013a2b20250 


800cca340147 

Start with Eagle Medal in Crate........d013a2b20250 

800cca300148 

Start with Wolf Medal in Crate..d013a2b20250 

800cca2c0149 

Start with Special Key in Crate.d013a2b20250 

80£}cca240153 

Start with Grenade 


Launcher in Crate... 

Start with Grenade 
Launcher (Fire) in Crate.. 

Start with Grenade 
Launcher (Acid) in Crate... 

Start with Bowgun in Crate.* 


..d013a2b20250 

800cc95cff09 

..d013a2b20250 

800cc960ff0a 

.d013a2b20250 

800cc964ff0b 

..d013a2b20250 

800cc968ff0c 


Start with Spark Shot in Crate.. 
Start with 

Submachine Gun in Crate_ 

Start with 

Rocket Launcher In Crate. 

Start with Gatling Gun in Crate 


.d013a2b20250 

800cc970ff0e 

,d013a2b20250 

800cc974ff0f 

,d013a2b20250 
800cc978ff11 
,d013a2b20250 
800cc97cff12 


Start with Custom 

Magnum in Crate....,d00aac8cl0(K) 

800ccb9cff06 

Start with Shotgun in Crate......dOOaacSclOOO 

800ccba0ff07 


Start with Custom 

Shotgun in Crate.... 

Start with 

Submachine Gun in Crate. 

Start with Flamethrower in Crate 

Start with Rocket 

Launcher In Crate... 

Start with Gatling Gun in Crate.,, 


.d00aac8c1000 

800ccba4ff08 

.dOOaacSclOOO 

SOOccbacffOf 

.dOOaacSclOOO 

SOOccbbOfflO 

.dOOaacSclOOO 
800ccbb4ff11 
.dOOaacSclOOO 
800ccbb8ffl2 


Start with Ink Ribbons in Crate.dOOaacSclOOO 

SOOcccDOffle 

Start with Red Jewel In Crate ,..dOOaacSclOOO 

800ccc880133 

Start with Bishop Plug In Crate.dOOaacSclOOO 

800ccc78013b 

Start with Rook Plug In Crate.dOOaacSclOOO 

S00ccc74013c 

Start with Knight Plug in Crate.dOOaacSclOOO 

800ccc70013d 

Start with King Plug in Crate....dOOaacSclOOO 

800ccc6c013e 

Start with Unicorn Medal in Crate ,.„d00aac8c1000 


800ccc640147 

Start with Eagle Medai in Crate.,.dOOaacSclOOO 

e00ccc600148 

Start with Wolf Medal in Crate.dOOaacScl 000 

800ccc5c0149 


Start with Special Key in Crate.dOOaacSclOOO 

800ccc540153 


LEON 

Infinite Health......,.,..8[X)c7e7a(Xlc8 

Start with Custonn 

Handgun in Crate.,...dOOaacSclOOO 

800GCb94ff04 

Start with Magnum in Crate....dOOaacSclOOO 

S00ccb98ff05 


SKULLMONKEYS 

Extra Points .,.....d009b2360000 

8009b2360fff 

Have All Swirlies.........,,...,8009b24e0103 



Last Issue, we brought you some of the first codes 
for Single Track's Cdtlcal Depth Well we've come 
across a few more, so we thought we'd toss them 
your way. Now you can completely rule the oceans 
witiiout worrying about thfngs like health and ammo! 

You may have noticed that the Infinite Weapons 
code from fast issue doesn't work properly, The cor¬ 
rection to the code is listed below. Sorry for any frus¬ 
tration! [Then again, you should never cBmplain when 
youYe trying to cheat,) 

Invincfbitrty 

During gameplay press LI, Rl, L1, R1. +. 

Quad Damage 

To do four times the normal dannage, press R1, R2, 
R1, R2, * during gameplay* 


Unlimrted Weapons 

Duringgameplay, press LI, Rl, LI, R1, 



▲ WHh.thB Infimio Weopo^u ci»d6 y*u'll have ywir 
choke of weopons when faced witn a baddie, ond 
you'll never run oof of onimo! 


Corrections! 

Issue 7, March '98 

Gex: Enter the Gecko Tip Sleeve 

Well folks, we are sorry to say that we listed two of 
the silver remotes in the wrong locations. We based 
the tip sleeve on an early copy of the game, and the 
locations were changed in the final version, 

The silver remote in vvww.dotcom.com Is about 
halfway up the spiral path, You will see chips pro¬ 
truding from the wall. Follow the chips to the corner 
of the room and get the silver remote. 

The silver remote in Mao Tse Tongue is located 
in the room with the rotating paddle platform. If you 
tailbounce from the exposed stairs, you can get on 
the interior orange roof, follow it to a breakable door, 
and get the silver remote. You can also taiL 
bounce on the gong, although this method is I 
more difficult. 
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Drop us a line at PSM Letters, care of 
Imagine Media, 150 North Hill Drive, 
Brisbane, CA, 94005. Or even better, if you 
have access to e-mail, you can reach us 
at psm@imaginemedia.com. 






Are there any efforts by game develop¬ 
ers to come up with games that will 
attract the female audience? JVly girl¬ 
friend only fikes to play international 
Track and Field and PacMaf}. She hates 
it when I play Resident Evil 1 and 
any other game for that matter. 
Whenever she plays Tekken 

Fighter she never picks 
male fighters. I see that 
games are out now that are 
attracting the younger gen¬ 
eration, such as Parappa but 
females are being left out. I 
just wondering if they 
were making any progress to 
attract the female crowd, 
because my girl won't 
appreciate the PlayStation 
until they do. 


^ Yeah [>errek, 
mosr games are 
macte far guys. 


Derrek J Craig 
djcst40-H@pcn.edu 




► BLAKE: These days everybody 
seems so concerned about making 
games for women. Here's my take 
on the subject: like men, women all 
have their unique likes and dislikes 
when ft comes to games, and 
maybe developers should Just con¬ 
centrate on making good games 
instead of trying to make "gir!"' 
games. When that happens, we usu¬ 
ally end up with something lame, 
like a Barbie game or something. Wly 
girlfriend, for example, loves Resi¬ 
dent Evil 2 and dislikes Parappa — 
sort of how 1 like Castfevania and 
dislike Tomb Raider It all comes 
down to personal preferences, t'm 
sure that in the upcoming years 
well see more and more women on 
the PlayStation because of its large 
library of good games, not because 
of any marketing push. 

On the flip side, many games 
do limit themselves to 
males (Mortal Kom- 
bat and so on). 

When a female 
plays a game 
she likes 
(which, with 
my friends, 
has ranged 
from Resident 
Evil 2 to NHL 
'SB to PaHappa] 
she can get 
hooked, too—so 
maybe we should 
work a bit on mak¬ 
ing gameplaying more accessible 
and stop trying to focus on the 
male/female division tines. 


A Track anc/ Fietd has a universal appeal— 
which is why yaur girifriend digs il, Derrek. 


You guys are cooL Here are a few ques¬ 
tions for you guys to answer: 

L Do you guys play through games or 
just steal walkthroughs from the net? 

2. How many games does PSM have? 

3. Do you rent games when you review 
them or buy them? 

4. How come no girls are on your staff? 

5. Is Noah cra^y? 

Evan Cross 
e_cross@hotmail.com 

► CHARLES: 

Thanks for the 
compliment, Evan. 
Now let me see 
about answering 
those questions.., 

1 . First off, we play 
through each and 
every game and write 
every strategy we pub¬ 
lish In the magazine. 
Stealing strategies from the Internet 
isn't really an option, as we write 
(Contir]ued on pg. 96) 


RE2 may be heovy on rhe gore, 
but it'£ still attracting a good 
number of female players. 
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Each month, we pirt the controller down for a moment to focu$ on a cfifferent aispect of PlayStation gaming. We 
invite debate, so please drop us your opinion on thte month's topic at PSAfl PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mal us at psrn@iinagkiemedia.oom (just be sure to put "Pause" as the 
subject heading). We will run the best of your responses here in this section. 


This Month's Topic: 

What Happened to the 
Great Videogame Music? 

B ne could argue that the overall quality of 

videogame music is at _ 

an all-time high. After all, 
today's technology allows for 
true CD-quality sound that is a 
tar cry from the bleeps and 
blips" of yesteryear, and games 
are now being scored with the 
same techno, classical, and 
rock tracks that you would expect to hear on pro¬ 
fessional records. Still though, I think we've all 
lost sight of something in our quest to make 
game music "better," 

I'm going to get nostalgic for a minute here, so 
please bear with me. When I think about the "good 
old days" with Nintendo's 8-blt NES, I can still hum 
the music to a bunch of my old favorite games. Now, 
if you were to ask me to hum some tunes from any 
recent games, I wouldn't be able to. Why is this? 
Today's music just isn't catchy. Overall, videogame 
soundtracks today are of a much higher technical 
quality, but for the most part the tracks are bland and 
completely forgettable. 

Pause Feedback: March > 

PlayStation 2: Now or Lafa^f 

Here are your responses to our Pause Topic for Issue 
7 (March '98). It was tough trimming down the 
tremendous amount of letters to the few that follow, 
so we picked the ones that took a slightly different 
angle to the subject. Now let's see whet some of you 

'Ji- 


^'SaUNETTRflCKB TDCWY 
f=me OF n mucH 
TEC+4ISnCf=tL [punUTY, -ELFT 
T^^E TRflCt<S fWH com- 
FLETeLY FDFGETTFieLE’' 


had to say... 


I think Sony should wait until the system is fully ready, 
with games that are the best the system can do. This 
will also give Sony time to watch other new systems 
and see how far the PlayStation can go. Plus, why 
would you want to release a new system when the 
original one is still rockin'?! 

Neil N Porche 
mmortal 1 ©juno.com 

I think the only way Sony should release a new sys^ 
tern any earlier than the next two years is if It has 
some way of playing the old PlayStation games as 
well as the new 128-bit DVD super games. This 
would give it about 600+ games to start out with, and 
people who don't want a new system could get great 
deals. The PlayStation would also live on for another 
year. This would be a great revolution in gaming to 
have a 128-bit super system with new-wave DVD 
technology, while enhancing old games with more 
memory. This probably isn't even possible, but it was 
just a thought. 

munky 

the ga mer@hotnna il .com 


In the old days, sound programmers were forced 
to write simple tunes because of the limitations of the 
hardware. Since they couldn't simulate "real" music, 
they had to add some very catchy hooks to the songs 
to make them memorable. This worked well, 
because we came to identify certain music with spe¬ 
cific games and characters. When 
used correctly, this really added to 
a game's personality, Castlevania, 
Mario, Sonic, Conua, Mega 
Man—these games all had great, 
theme songs that stuck with you 
long after you quit playing. 

Having memorable music can 
be incredibly important, especially when you're trying 
to build the game into an identifiable franchise. For 
example, take the following movies: Indiana Jones, 
Star Wars, Jaws, and Superman. I bet there isn't one 
of you who can't hum the title tracks to at least two 
of those films. 

So once again I've said my peace, and once again it's 
time for you to say yours. I'd like to know what you 
think about today's videogame music, and I'd also like 
to hear about some of your favorite all-time 
videogame theme songs. Which ones do you still 
hum to yourself? As always, 11! take your most irter“ 
esting responses and print them in this space (just 
please try to be brief 1). ► Bl-fite 

I think Sony should wait until at least mid-1999 before 
releasing another system. Releasing a system too 
early definitely hurts its chances at becoming popular, 
Sega released the Saturn too early, and look at it now! 
When Sony does release PlayStation 2, it needs to 
market it properly. The Saturn is dead because Sega 
isn't promoting the cor;sole like it should. The Genesis 
was popular because It had great ads. Sony MUST 
advertise properly, The PlayStation 2 should also start 
off with quite a few games. Nintendo made a mistake 
when it released N64 with only two games available. 
Sony should learn from other companies' 
mistakes and release another system 
only when it is 100% sure it is ready, 
and when it is also sure that the play¬ 
ers are 100% ready. 

Nirvan9@webtv.net 

I think Sony should wait to release 
its next system for a lot of reasons. 

It would not only get to see what the 
competitors have, but also give the 
PlayStation more time. The PlayStation has 
done so much for videogames in the past few years. 
New games like Resident Evil, Parappa, and Bushido 
Blade have changed the way people look at video- 
games and opened up so many new game types. 
There is no reason for a new system when you can 
still do so much with the one you have. It's always 
nice to have better graphics, but for most hard-core 
gamers like me, it's not the graphics that make the 
game. I don't care if the game is 1,000-bit or 8^it, if 
there is no gameplay then the game is dead, A good 
example is Castlevania. It stayed true to the 2-D for¬ 



mat and was one of the best games of the year. 1 will 
be looking forward to PlayStation 2, but I hope that 
the programmers will still put as much into the game- 
play as they do the graphics, 

Eric Soriano 
Okie Eric@aol.oom 

rm sure many PlayStation fans would like a new sys¬ 
tem, but I don't think it's the right time, First, the orig¬ 
inal PlayStation is doing just fine against its competi¬ 
tors, so Sony should hold off the production of the 
PS2. Second, I think Sony should wait until Sega 
releases its new system, which will probably be a 
joke, then see how good it is. Last but not least, I 
agree that any console without a good library of great 
games is just an expensive paperweight Sony should 
hold off until it has a good amount of games worthy 
of the PS2's power, I think Sony should wait until 
Christmas of '99 or even 2(XX). I know the PlayStation 
will eventually be replaced, but the time isn't now. 

DAVID LALVIOLA 
davea I vio la@j uno, com 

1 want to raise this question to Sony: Why not make 
the new system compatible with the old system's 
games? Since the PlayStation is CD-ROM based, 
Sony could easily launch a new system with an 
instant library of over 300 titles. Sure, there should be 
new and better software for the upgraded system, 
but why make the past software obsolete? 

I agree that Sony should keep an eye on the com- 
petition and make sure to stay one step ahead, fn 
order to do that I think it will have to produce a new 
system in a year or two, when N64's software library 
starts to peak, 

"Eric Watkins Family" 
esw@loganrec.com 

I think Sony should release the next 
PlayStation. Imagine a Sony PlaySta¬ 
tion with the power of a PCI We can 
have all the possibilities! From 
more memory to way better graph¬ 
ics, we'll have everything needed 
to make gameplay even more 
fresh, Sony should release this 
"Domination Machine" to eclipse 
everything in sight! 

Miguel A Santos 
enosms@juno,com 


CHRIS: Neariy all of you were in favor of 
Sony waiting at Least another full year or two 
before putting out any new hardware. Also, you 
seem to be patient enough to wait for Sony to do 
ft right, with a good base of quality titles that 
take full advantage of the new hardware. The 
good news is that everyone seems perfectly con¬ 
tent with the current PlayStation—Sony should 
be happy to hear that! 
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(Continued from pg. 94) 

strategies for games before they have 
been reteased to the 
public* However, we do 
turn to the Internet 
sometimes for things 
like news leads and to 
check up on codes* 

2. We have a nearly 
complete library of 
U.S* games, but 
weVe actually mis¬ 
sing a few hard-to- 
find titles like Bust 
a Move 2. 

3. Domestic game 
publishers send 
us early releases 
of games to 
review and pre¬ 
view. We actu¬ 
ally have to buy most 
of our import games 
ourselves, though. 

4. That's just how it 
worked out, When 
Imagine started putting the PSM 
staff together, ft first looked internal¬ 
ly. Chris, Eugene, and Stephen want¬ 
ed in on the launch, so that account¬ 
ed for a good portion of the staff 
right there. After Interviewing out¬ 
side the company, Noah, Gary, and I 
just happened to make the final cut 
Interestingly enough, we are one of 
the fevv all-male magazine staffs 
here at Imagine. 

5. Of course Noah Is sane. He just has 


seems quite saturated. Granted, most of 
these games are C&C rifeoffs, but a 
game will occasionally find its way to the 
market that is innovative, enter¬ 
taining, and 
even his¬ 
torically 

accurate 
{Sid Meier's 
Gettysburg 
and Star 
Craft just to 
name a few). 

If the market 
for this type of 
genre is so 
volatile for the 
PC, then why 
haven't the devel¬ 
opers for the 
PlayStation capital¬ 
ized on it? Sony has 
a strong reputation 
for bringing its cus¬ 
tomers an expansive 
list of titles to choose 
from, in terms of both game genre and 
ganne maturity. Let's face it—if Sony can 
give the go-ahead for a game like Crow: 
City of Angels and take a 8IG chance 
(successfully I might add) on a game like 
Parappa the Rapper (while weVe at it. 
we might as well note Sony's deep 
pockets), then I don't see what the big 
deal is about producing a few new qual¬ 
ity strategy games that are exclusive to 
the PlayStation. 


A Noah is 


along 

Id quiT9 I 
the&Q doyji. Evan? Perfectly 


getting i 

with the rest of me worid quite nicely 

sone. 


some, well..,issues*..to deal with. Steven Mann 

anvil@hotmaiLcom 


Wanted: More 
Strategy Games! 

Hey like the mag and all the great things 
you've done with it. There, now that 
that's done with, I have a few questions. 
Why is there such a deficiency of real¬ 
time strategy and turn-based strategy 
games for the PlayStation? I know that 
there are a few good titles like Com¬ 
mand and Conquer, Panzer General and 
Allied General but that's about it. The 
market for these games on the PC 


With such a huge library of titles to 
choose from, the PlayStation is easily the 
best console system out there. The only 
problem is that the genres represented 
in this huge number of games is not 
evenly spread. Sony needs to bring in a 
larger variety of games, specificatly strat¬ 
egy games and alternative games. It you 
go into a Toys 'R Us and look up on its 
game walls, all you see are fighting 
games and action games. Sure there are 
your Command St Conquers and your 


Parappa the Rappers, but those are only 
just minor exceptions. Why do you think 
these other genres have been left 
behind? You would think that strategy 
games, especially, would be popular Did 
C3iC not sell well? Do you think that a 
larger variety of games will be released 
in the upcoming year? I hope so. Thanks 
for your lime. 

Sen Haser 
bhaser@i-point,com 


► NOAH: Thanks for your com¬ 
ments guys, but let me add a little 
something. Since the launch of the 



strategy games if this is your genre. 
Steven, you yourself mentioned sev¬ 
eral strategy games for the Play¬ 
Station. But there are even more that 
you didn't mention. For example, 
what about fRnal Fantasy Tactics and 
Koei's Romance of the Four Kingdoms 
{both PlayStation exclusives)? And 
you can't forget the amazing but 
unusual Carnage Heart. More are also 
on the way, including Star Craft at 
some point in the distant future* 
When it comes to other types of 
genres (such as Parappa]^ Sony has 
taken a lot of chances, more so than 
any other console system, All the true 
innovations in genres and gameplay 
will happen here. And as far as strate¬ 
gy games go, it seems that you don't 
have much to worry about because 
the genre is just getting warmed up 
on the PlayStation- Although strategy 
games will always be more popular 
on the PC, in the future, owners of 
PlayStations will have more choices 
when it comes to mind-numbing 
strategy games. 



First things first—good job on a great 
magazine. I just have one question: I've 
been reading and hearing persistent 
rumors that the price of the PlayStation 
is set to drop to $119 or even S99. This 
would seem to make sense because the 
Sega Saturn has dropped to $99.99 in 
most of the stores around here. Some 
are even still offering the three free 
games deal IWrfua Cop, Virtua Fighter 2. 
and Daytona Racing). Plus, the drop in 
price would be the perfect response to 
Nintendo's dropping the MSRP to 
$39.99 on a number 


A The PtoySttition actually isn't hurting ioa 
badly In the aroa of strategy games, Ben, 
and we're just seeing the b^inning* 


PlayStation, the primary focus (where 
software is concerned] by and large 
has been on games with lots of action 
and dazzling graphics. Strategy 
games as well as other unique genres 
are clearly not as prolific as, for exam¬ 
ple, shooters. However, for a console 
system, you have several choices for 


A Don't count an another price draft for 
the PloyStation any rine $aon, Tning* Sole! are 
still going strong, and Sega fust isn't any compeltHon* 
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THE GREATEST RACING GAME 




On may 1 2th, Gran Turismd will be unveiled 


PlayStation 


PlayStatjon and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Gran Turismo is a trademark of Sony Computer 
Entertainment America Inc. All manufacturers, cars, n^mes, brands and associated Imagery featured in this game are trademarks and/or copyright 
material of tlieir respective owners. AU rights reserved. ©1990 Sony Computer Entertainment Inc, Call 1-800-771-3772 for Game Rating Information. 
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of its games, Tm thinking of jumping on 
the PlayStation bandwagon, but if the 
price is set to come down, t will definite- 
iy be getting a PlayStation ASAPi 

PS: I read about a new PlayStation model 
in your magazine that had those weird 
light show things with the music CDs. I 
am curious to know if that feature wifi be 
released in the U.S. Thanks again! 

Trung Tran 
trungey@iuno.com 

► CHRIS: Sony has said repeatedly 
that ft doesn't have any plans whatso¬ 
ever to drop the price of the Play¬ 
Station in the foreseeable future. And 
while my gut feeling Is that the price 
will come down sometime before the 
end of this yean you just never know. 
Sony is doing great right now, so why 
would it need to drop the price? 
Sega's Saturn is no 
competition at all, so 
even if you could get 
one for $20 ft really 
wouldn't affect Play 
Statiori's sales. So 
don't hold your 
breath, Trung—go 
ahead and grab that 
PlayStation! 

As far as the light show 
PS goes, we heard of no 
plans for a U.S. release. 


reviBLu secrion maHenver ® O©®® 

As a long-time reader of PSM, I have to tell you that the maga¬ 
zine is always getting better, ft's nice to know that you guys are 
actually trying to improve the mag each month instead of just 
staying content with how it is. in the long run, I feel this is what 
will make PSM the #1 magazine in the market. The only protr 
lem is that the most important part of your magazine, the 
reviews, has yet to change. 1 would suggest making the 
reviews a little bit bigger and adding a few more pictures. After 
all, your readers depend on this section to help them in pur¬ 
chasing games. We need the full scoop, and I don't personally 
fee! that you can cover a game completely in only a third of a 
page. If you can fix this problem, then I can't think of a reason 
not to subscribe to PSM for the rest of my life. 

PS The Pause column is a great addition to the letters section, 
and Banzai was a great way to add personality to the Nihon 
section. Keep up the hard work! 

Mark Atster 
jojo@yahoo,com 


I know you guys get a lot of e-mails, so I will make this one 
short and sweet. You need to increase your review cover¬ 
age. Your Monitor section is perfect Your previews are out¬ 
standing, and your codes are simply the best You just need 

to make your reviews longer, it’s hard to get an impression 

of a game, good or bad, from a mere one-third page of info. 
Please fix this and you will be the best overall magazine on 
the market 

Dave Heiten 
psxj an ©hotmai I . com 

^ CHRIS; Well Dave, Mark, and everyone else, we've got 
a brand-spankin' new Reviews section in this very issue! 
How's that for service? This is something we've been 
thinking about for a long time^how to fit in more space 
for reviews without having to drastically scale down other 
sections, like Previews. We think we've found the right 
balance, but we're dying to hear what you guys think, so 
be sure to let us know! 



I've just got to say 
"Sugoi!'' for the cover of 
PSM number seven! 1 love Scott 
Campbell's art (and I'm an anime otaku 
too), and I have almost every Gen13 
issue he's penned. He does the best 
American art I've ever seen, next to Mark 
Bagley. I hail you all for choosing this 
artist to do your cover. 

Anyway, getting right down to busi¬ 
ness, I have noticed on several occasions 
in your magazines where you constantly 
use English pluralism in Japanese words. 
For example,"otakus" on page 21 of last 
issue (March, 1998K I'd just like to point 
out that in Japanese, there is no differ¬ 


A The "ehati^^ In Chibi-chan ii a 
tenn of endearment, Mamoru^ not 
part of his actual name. WaJcatto? 


ence between singular 
and plural words. So, the 
singular noun "otaku," 
would also be "otaku" 
when used as plural. 
Other than that, you guys 
have made an excellent mag¬ 
azine for the PS. 1 enjoy the 
lid covers, memory card 
stickers, and tip sleeves, 
bi's Terms is also a neat way 
to introduce Japan¬ 
ese to the American 
public. Very innova¬ 
tive ideal I especially 
enjoy Nihon Game 
Otaku—it gives me a chance to see 
whafs up in the mother country. 

I also find Banzai Chibi-Chan a 
kawaii anime character. Which leads 
me to a confusion in his name—are 
you using "chan" as a pet name suffix 
to his last name, Chibi? Or is "Chibi" 
an adjective prefix to his last name, 
Chan? Just wanted to know out of 
curiosity. Keep up the great work on 
such an entertaining magazine. Ja ne! 

Mamoru Alshima 
jeri ko -1 @g eociti es .com 


► BILL: Trust me, there is nothing 
more annoying than seeing an "s* 
attached to Japanese words in order 
to pluralize them. I used to write Black 
Baft Magazine constantly when I saw 
"ninjas" used. Unfortunately, mis¬ 
takes sometimes get introduced after 
1 turn In my copy. I've schooled all par¬ 
ties concerned regarding the gram¬ 
matical error. As for Chibi-chanj we've 
added the suffix "chan" as a term of 
endearmertt. 

^ CHARLES; Bill actually threat¬ 
ened me with my own bat... 

We {my friend and 1} won't 
bore you with all that "You 
guys are great!" bull "" 
because we are sure 
you know it and have 
heard it enough 
already. We will 
grant you a few 
suggestions, 
though. They 
are as follows; 



1 , You should definitely 
get an RPG section. This is 
because most RPG players won't 


even look at any other type of game. If 
you decide not to get a section like this, 
you may lose those readers. 

Z. You should get some creative contests 
going, some original contests. I have a 
few ideas: most decorated PlayStation (I 
would definitely enter this one), and 
home-made videogame characters. 
These are just a couple, I'm sure you 
could think some up too, 

3, I'm sure you've heard this one 
before^^emory card stickers and a lid 
sticker in each issue. 

4. One last suggestion...KEEP EVERY¬ 

THING ELSE. We 
like the way you 
do things. Very 
original (Chibi 
kicks ass). 

By the way, do 
you think you could 
hook us up with 
some kick-ass PSM 
Of Chibi T-Shirts? 

Brian Mensinger and 
Shane 

GroKat@aol.com 
(Continued on pg. 100} 


memorv cafid 


A Memory Card aivd 
lid Sticker! in every 
i$£ue? That's a foagh 
order to fill, but you 
can bet that weTl do 
eur best, Brian I 
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Welcome to the Fan Art section! Each month well be taking a look at the coolest PlaySlalion fan art 
from the hottest new talents around. If you've done an illustration that you'd like to see printed here^ 
then by all means send us a copyl (Well take originals too, but we won't be able to return them). 
Address it to PSM Fan Art, c/o Imagine Media, 150 Worth Hill Drive, Brisbane, California 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@ima 9 inenriediacom, and label the subject heading Tan Art/' Now get busy making that art! 
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YES» 

:tm ’mis^ 
iCIMOW 


H£ MOST 
OF ALL . 


f MUCH ' 
tast™ 

THAN 

plastic 


MUST MAINTAIN 
Tm^CAT-UJff bfADE 


< It doesn't get any cuter than 
Zahoro Medina's Cnuri-UI See 
more of hltpj//www^*wti.d*/ 
^xohora / , 
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UNICATION 
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< This cecH pic 
from Chfko con 
be found at 
hftpii//mBinbBfs 
.ooLcom/ 
ionn/chika/« 


► Terrible 
Moiler Eisu 
Hot o tlev^ el 








5t i- 


grMit pKS af 
hltps/Zeitu^iim 
plenel^com/. 
CHecIc 'em oirH 


John Klin it j^ust the 
best, B« sure to check 
out hit other stuff at 
h Itp/w ww.geocj 
ties,com/Tokya / 
Templc/4196/. 


A Check out this super-cocf shot of the PSM team in ochortl Clarence Burk, you ore The Monl 
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hrs month's winners are from 
some of our previously un- 
I beaten contests, as well as our NBA 
Live '98 contest from issue #€ 
(February, 1998). Congratulationsj 


N8A Live '98 Winners 



First Prize 

^7 Derek Marshal! 
Mchenry, fllinols 

Second Prize 
Chanh Ngo 

Fountain Valley. California 

Top This Winners 

CLOCK TOWER 

Roy Wenzel 
Chicago, Illinois 

MASTERS OF TERAS KASI 

Jon Iverson 
Darien, Wisconsin 

FINAL FANTASY TACTICS 

Frank Mesa 
Corpus Christi, Texas 

RESIDENT EVIL 2 

David L Luft 
Scottsdale, Pennsylvania 



(Continued from pg. 98) 

^ NOAH: Thanks for not gushing! 
Now for your questions: 

1. I don't really see an RPG section 
in the near future for PSM. That 
doesn't mean that you won't find 
the most comprehensive and thor¬ 
ough coverage of RPGs here in PSM, 
though. We know what it's like to 
be an RPG freak like yourself—we 
understand your needs, we feel 
your pain. We've done strategies for 
almost all the new RPGs in recent 
issues and are constantly looking 
into the future of the genre. If read¬ 
ers stop picking up our magazine 
because we don't have a particu- ^ 
tar four-page area dedicated to 
RPGs, then they are going to miss 
some maximum coverage for the 
hottest RPGs to come, 

2. Those are some good ideas... 
well, at least the first one is. As 
a matter of fact, send us a pic¬ 
ture of your PlayStation If 
you've defaced it in any way, 
and we might just print a pic* 
ture of it. 

3. Yeah, yeah, yeah. Don't 
worry, we'll keep 'em coming. 

4. Okay, it's a deal! 

PS: Shills are on the way, as well 
as some other cool stuff you can 
purchase. Just hang tight! 

I am absolutely amazed by tho quali¬ 
ty of gaming possible on the 
PlayStation...and I have a couple 
questions surrounding this 
amazement: 

1, Why, when the Nintendo 
64 is clearly superior when 


talking hardware, can the PlayStation 
hardware compete so effectively? For 
Pete's sake, the PlayStation hardware is 
approaching the age of retirement! 

2. Compare these two games: De¬ 
scent and Tekken 2 Granted, they are 
two completely different types of 
games, but dammit, they both use the 
power of the PlayStation. Why (and 
how) can a team manage to create a 
game such as Descent (with one of the 
crappiest frame rates IVe ever seen), 
while games like Tekken 2 are possh 
bie? It's complete blasphemy. You 
would think there was some sort of 
unwritten standard out there in the 
gaming industry. 


Jason Sagmiller 
lab14@hotmaiLcom 

► CHRIS: Hiya Jasorrl You do seem 
quite amazed. Let's see if I can help 
clear things out for you... 

1. First of all, the N64 isn't superior to 
the PlayStation, as each machine has 
its own unique advantages and dis¬ 
advantages. For example, the N64 
has lots of cool graphics tricks to 
smooth out the edges and gloss the 
picture over. On the other hand, the 
PlayStation, with its CD format, has 
much more space to store info, which 
allows for many more textures in its 


A Gnmeii arsn^l cmatad equal, Ja^n—^ou 
can't compare Percent wlm Tekken 2t 


graphics. Now rf only we could com¬ 
bine the positives of both machines.,. 
2. Those are two very different types 
of games, and each has its own 
unique design challenges, WHh Tek¬ 
ken 2, only the characters were 3-D, 
with 2-D backgrounds. With Descent 
the whole world is 3-D, which can be 
harder to pull off. Plus, some design 
teams are just better than others, so 
you'll never see a consistently A+ 
library of games for any system. It 
just can't be helped. I'm afraid. 

Greetings, staff of PSM. First of all, f'd 
like to say that your magazine is the 
best one out there by far. A subscription 
will be coming your way eventually. I 
love your awesome cover art; my 
favorites are the Mega Man and Castle- 
vania covers. Also, I really enjoyed your 
report on "What Makes A Good 
Game." (Feb. 1998. Issue 6) Now for a 
few questions: 

1. Do you have any official release date 
for Breath of Fire tti? This game looks 
awesome, and I can't wait for it. 


meral gear and rahhan a: aHcirad yar? 


First off. YOUR MAGAZINE RULES!!! It's my most favorite! 
OK. now for the questions: 

1, Have you actually piayed the PlayStation ver¬ 
sion of Tekken 3? If you have, is It as smooth and 
as good as the arcade version? 

2. Is Twisted Wefa/Jactually tn development? 

3, When is Meta! Gear Solid coming! 

Mlguei A Santos 
enosms@juno.com 

While you guys have done several pre¬ 
views on both of these games, f was won¬ 
dering if Metaf Gear Solid and Tekken 2were 
still on schedule. Has any new information 
been released about either game? When is 
PSM going to do another preview of Metaf 
Gear? That game looks amazing. 

Steven Wagner 
s wagn e r02@hotmai I. com 

< Tekken 3 looks like it is still on schodulo, 
and our bat it thof ttw <€invartion will be 
nothing short of incredible. 



► BLAKE: Thanks for the praise. As far as we know, both 
Metal Gear and Tekken 3 are stiff on schedule. The best 
way to check is to look at our upcoming releases column, 
and of course, the monitor section. Konami has been keep¬ 
ing quiet on the Metal Gear front, so we're waiting for 
some more info before writing another preview. We can't 
wart for the game ertherf Now for your other questions: 

T Namco is doing its darndest to make sure the home ver¬ 
sion of Tekken J is as smooth and fast as the arcade ver¬ 
sion. Judging from its previous efforts, I'd say the conver* 
sion will probably move just like the arcade. By the time 
you read this, we should have a reviewable in our hands, 
and you can bet we'll give you a full review next month, 

2. Sony won't admit it, but inside sources have confirmed 
that work is underway on Twisted Metaf 3. Rumor has it 
that the same team that worked on Ratty Cress is in charge 
of this one. We have spies inflftrating the Sony fortress as 
we speak, so you can look here for the first information on 
this title as soon as it breaks. 

3. Metal Gear is tentatively scheduled to be released in 
September, let's just hope that it's released on time! 
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TEKKEN 3 POSE-OFF 


^ I SOT 

THE myrm. 


r VMri, WHEN yOU'RE A WOMAN IN 
WHAr$V$R S/WIE ™rsetep Olf/s, you 
t ouys. PON'TAMtlETO POSE. 


^ /ILL you ^ 
CHUMPS JUST 
SACK OFF, 


^MV FATNge... My^^ 
OeANPFATNeS... TViE i 
POSE IS STROMS WITH J 
OF US/ ^ 

KjljM^iiir X SHALl^ 
QFsmoy 
yOUR WE4K 
>|W POSE SIVLE, 
m> REISN 
NUMBFS, 

onb! a 


^ 'CAUSE THIS T 
YEAR THE BEST 

wiNNiNO pose 

IS COIN' TA 

eopy GOPtfO! i 


SfOH. 


BMX YOUR X 
IP" POSE IS ' 
miMI&HABLe, 

kIL insolent , 

ip^rtw^A^p/y 

Trif- 

f OF^ 

POS^ mAST0P 
HA5 ALWAYS 

TO m 2 

B. PAAAILV/ ^ 


f WHO ^ 
CAN 3Mr 


I ear 

ALL rH& 

MAP 

mves! 


m HAVE " 
WfNNBRt 


WHOO 

^HOO! 


VEAH 


2, At this point, do you know anything 
about Final Fantasy Vltt, other than that 
we know there will be such a game? 

3, When is Saga Frontier coming out? 

4, Finally, do you know of any other new 



A R«illy, you [ust ran't 
afford lo mixs out on 
the super^cooi RPG 
action in SoFfif. 


titles that Square is working on besides 
FR//y/and Saga Fronf/ertjust RPGs)? 

Tm always on the lookout for new RPGs 
and am a huge Squaresoft follower, I 
hope PSM continues to cover the genre 
as well as you have been. Keep the 
good work on your mag going! 

Reilly Vinall 
CidKotr@aoLcom 

► STEVE: Hey RetHy, how are you 
doing? ft sounds like you are a hard¬ 
core RPG fan, so I thought I would go 
ahead and answer your questions 
personally—after all, I am a HUGE fan 
of RPGs, myselfl Here goes: 

1. So far, ft looks like Breath of Fire f!l 
is set for an April release, but that 
could change at any lime. I've been 
playing it for quite a while now and 
am enjoyirtg rt a lot J think this is the 
next must-have title for RPG fans. 
Capcom has done a nice job in devel¬ 
oping this title, and it will certainly 
provide hours of enjoyment 


2. Mot really. fFWff has neither been 
confirmed nor denied, but Tm sure 
that it will be developed considering 
the huge success of FFVTf, The only 
problem is that FfVff took a good 
year-and-a-half to two years to make, 
so it's feasible that FFV///will take the 
same amount of time (if not Eongefl. 

Unfortunately, we don't know if 
the PlayStation will be a viable 
console at that point and time. 
Square may dedde to publish it on 
Sony's next console, or maybe 
Saga's, ft all boils down to how long 
the game will take. Square may be 
able to push it out In a year or so, but 
I highly doubt ft. We'll just have to 
wart and see. 

3. Saga Frontier is set for a March 
release, but I wouldn't get too exert* 
ed about it. Ifs a good RPG, but I feel 
that BOniih much, much better. 

4. Square has been getting its hands 
busy with several titles, ranging from 
fighting games to shooters to more 
RPGs. While there has been no real 


A David ljufi of 
Scoftsdale, PA shows us 
what a true fti2 fan I*. We can ottiy 
pray theft his classmates don't sw i^ist 


word on which titles will 
make ft over to tiie U.S., the 
ones that have a good 
chance are BnhandeTf Parasite 
Eve, Xenogears, and Bushido Blade Z 
As for future projects, only Square 
can say, and they're not talking! 



I would like to say that PSM is my 
favorite gaming magazine. I subscribed 
after buying the first issue. I just have a 
few questions about your magazine and 
upcoming PlayStation titles: 

1. Will Midway release NFL BUtzon the 
PlayStation? If yes, when is the approxi¬ 
mate release date? 

2. Will you continue putting lid stickers 
in upcoming magazines? 

3. Are there any other guns beside the 
Erazer and The Real Arcade 3 in 1 Jolt 
Gun that play PlayStation and Namco 
games? If yes, where can I get them? 

Jamen Kurtyka 
gkurtyka@hhs.net 

^ NOAH: Thanks for writing, 
Jamen. On to your inquiries: 

1. We actually have a Blitz 
machine here at the office, and 
needless to say, we've been play¬ 
ing the hell out of it There has 
been no offidai release date from 
Midway yet, but sources have told 
us that the game is coming home, 
and could be out as soon as June or 
July. We will all just have to cross our 
fingers. 

2. Yes, most definitely I 

3. The ACT Labs Gunz T Is a new 
gun that is compatible with nor¬ 
mal light gun games and GunCon 
games. Check out the review in the 
monitor section. You can pick up 
this gun (as well as the others) at 
most videogame stores. All of 
them should carry at least one of 



A If it's ligkil guns that you'r« 
looking for, Janwn, then just 
duck your heod into any local 
deogame shop, and they 
loulan't Lw hard to find. 


these guns, so they should¬ 
n't be too hard to find. 

Yo soy un fie! lector de su revista 
aunque sea en ingles la compro pero su 
precio es muy caro y ios numeros son 
demasiado atrasados, por lo cual me 
gustaria saber si exists aiguna forma de 
inscribirme desde el extranjero yo vivo 
en la capital mexicana por favor con- 
testen de ia forma mas rapida °saludos 
desde Mexico! 

Sergio Correa 
jimcorrea@hotmaiLcom 

I 

^ STEVE: Gracias por su corre- 
spondencla. Siempre e$ agradable 
ser recordado que PSM tlene lectores 
en lugares tan interesantes como 
Mexico. Para suscribirse solamente 
hay que mandar un cheque por $40 
U S. a: 

Subscription Department 
PSM Maga 2 ine 
PO Box 52073 

Boulder, Colorado 80323*2073, USA 

0 usted puede llamar (800) 4774484 
si tiene preguntas. 

(Sergio Is interested in foreign sub¬ 
scriptions. ff you're Interested in a 
subscription, all you South American 
readers can just send $40 to 
the address listed above.) 
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In the world of Alundra, you'll 
be faced with many puzzles, 

bosses and secrets. 



PSM's tips line will help you get 
through with your sanity intact. 


'JM 










Plus, we’ve got strategic walkthroughs for: 
Breath of Fire III, Final Fantasy Tactics, Riven, 

Resident Evil 2 & Tomb Raider 2 \ 









900-776-4PSM 

All PiAySTATioN Gaaaes, All the Timei 


Call for unlimited access to the 




. 



CODE JUNKIES' BIBLE - 


‘ Get codes for every PlayStation game ever created! 


Calls cost $f.49/m[nute. 

Calls average 3 minutes in length. If yeure under 18 years of age. please get your parents' permission to call. 
Brought to you by PSM: I0D% PlayStation Magazine. 

















XX 


Each month, we put together three tough tests of skill—if you're good 
enough to meet the PSM challenge, you can win cool prizes and see 
your name in print! Remember, only one winner will be selected from 
each challenge, so get your entry in early. Send in your entries to PSM 
Top This!, c/o Imagine Media, 150 North Hill Drive, 

Brisbane, CA 94005. Don't forget to include your 
return address! Sorry, but we can't return any 
pictures or videotapes you send. Enter today! 


»^ •• 



yi 


|l‘hi5 mnnrh^s icni: ini’eracfs s ^3 areering juheel! 


Challenge #1: Gran Turismo 

Get the gold medal cars 

You must pass a total of eight different tests for 
each of yom different licenses. The three cars 
you receive after getting all 24 gold nnedals will 
rock your world! To win this challenge, you must 
be the first person to send us pictures or a video¬ 
tape of the Concept Car (B license), the Toyota 
TRD 3000 GT (A license), and the Nissan 400 R 
(International A License) in your garage. These 
are definitely the toughest cars to get in the 
entire game, so good iuckl 


Challenge #2: Tekken 3 

Get all of the secret characters 

Everybody and their mothers are going to buy 
Tekken 3 the day it comes out. This means you'll 
have to be extra quick to be the first one to send us 
a picture or videotape showing that you've found 
every secret character in the game! Make sure that 
the selection screen you show us shows EVERY 
character, though (Hint: use the vs. model. If you 
think you're the Tekken 3 master, you've got your 
work cut out for you—so get to it! 


Challenge #3; HotShots Golf 

Get all of the characters 

HotShots Golf is one of the most addicting sports 
game to show up in the PSM offices in quite some 
time. One of the features that keeps us playing is the 
ability to earn more and more hidden characters and 
courses. To win this Top This contest, you must be 
the first person to get every character and send us a 
Polaroid or videotape of the character selection 
screen, There^s no doubt that this is a tough chal¬ 
lenge to beat, especially for the last few characters, 
but that way only the best need apply. 



RecetiHy:, the one and only 
Jdckie Chan paid a wsit to a 
spociot $howin^ of his itiov^ 
Supercop, and you better 
bel»ve Hiot PSM wo5 there! 

There's JockJe in the back¬ 
ground^ and ihot's our own 
Eugene's big head to the left! 


Oh no—we're almost at the end of the issue! Man these things go 
by fast... Anyways, before we go, here are a few parting shots: 


4 This wos as close os Steve could get to Jackie 
"The Man" Chan^ We didn't wont to risk hoFving 
iockie whip his drunken-styie fighting out on usl 


A Here we see l4oah and Eug (os ftlonko) rokfing the toy 
room ot Capccmi's Sunnyvale, CA affices^ Moah's wearing 
the actuol hot that Roul Julia wore in the Sf moviet 


A See? tt really %vos Jackie Chon, no hwim'l 


b Bloke ond Eug, 
representin' ot 
the Psygnosis 
PsybaiMf snow- 
boording press 
trip* We're proud 
to report that the 
duo received no 
broken bones, 
and onfy miner 
locerotianst 




4 o.ic.,» 
you still need 
proof that 
virieogaming 
IS even cooler 
in Japan? 

Hey, you can't 
get this 
Parappa 
lunchbox ot 
an American 
Dunkin' 
DonutsI 
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Got some old games lying around just collect¬ 
ing dust? Maybe you've already tried the old "I 
got these by mistake for my birthday" excuse at 


rhe place to buy, sell, or rrade games, peripher- every shop in town, but no one will trade them? 
als, and anything else retared.i^hB playsrarinn Then get rid of'em here, for free! 


^ Joe Jamieson 

wookie® vmicfo. com 
30445 Spica Cl. 

Temecula, California 92592 

Trade Type: Sell, Trade, Want 

hem: Gannes, Accessories 

Description: Tm looking for any of the Resident 

Evi( games {I, Directors Cui 2i, or a Japanese 

force feedback controller. I will either pay In U.S. 

funds or trade Nightmsrs Crestures, Slack Dawn, 

and Siamscaper That's a three-for-one deaf! 

^ Donald Sterling 

ad56716^usl.edu 
Lafayette, Louisiana 

Trade Type; Want Item: Games, Accessory 
Description: Is anyone willing to part with Tobal 
2. Speed Power Gmbike, or I Gwdam for 40 to 
60 bucks? Or a dual shock controller for S30? 

^ Eric Firnhaber 

Viper0991®aol.corn 
1501 Laurel Hill Rd, 

Vienna, Virginia 22182 
Trade Type: Want Trade hem: Games 
Descnptioit: I am looking for Resident Evil: 
Directors Cut. I am willing to trade 2 Extreme, an 
Ascii Specialised Controller, or any of the 
PlayStation Underground CDs [I have them all!}. 
Or I am willing to buy it for S25 to $30. E-rnai) me 
with the details. 

► Ryan Marketti 

Astroco@aol.com 
415 Garfield St. 

Coal City, Illinois 60416 
Trade Ty|>e: sell hem: Dev Syslem 
Description: I am wilfing to sell my Yaroze for an 
affordable price or Best offer! 


► Colin Moriarty 

NYORKA@TTLC.net 
New Hampshire 

Trade Type: Want, Trade, Sell Item: Games 
Description: Selling and trading RPGs. E-nnail me 
for list of prices and list of games. Looking for 
Suikoden and Vandal Hearts. E-mail me for your 
asking price. Also will trade for these games. 

^ Andy Cho 

K4Kemp@3ol.com 

9010 N. Keeler 

Skokie, IL 60076 

Trade Type: Want hem: Games 

Description: I want all the Namoo col lections Ml 

^ Jason Cherry 

UKiclu@aol.cofn 

Trade Type: Sell (tern: Games 
Description: Looking to sell three Sega Genesis 
games; NHL '35, W. and 'B7. Looking to offer 
about $50.00 for all three. Or make best offer! E- 
Mail me if interested. 

► Jon 

ch u pacabra„sin@hot maiLcom 
332 Bella Vsia Dr. 

Darien, Wsconsin 53114-15<)8 
Trade Type: Trade hem: Games 
Descriptron: Games to get rid of: Discwodd, Star 
Wars: Dark Forces, Megamart 8, Wing Com¬ 
manders, Madden '37, NBA Shootout 37 


■Ro □■F T«e rnoNTH 


^ Andre Paular 
01U LtiMa@aol.CDm 
7644 Clement Circle 
I Sacramento, Calrfornia 958Z8 
I Trade Type: Buw Sett, Trade 
Item: Games, Other 
Description: I am selling Fina! Fan- 
^ fasy Tactics ($40), Beast Wars ($30L 


Street Fsghter EX Plus Atpha ($25). 
I am looking for Aiundra, Beast of 
I Fire 3, Saga Fronffer, Tac^f/cs Ogre, 
Diahh (PCI, and Uttima Onfhe 
(PC). I have a whole list and will 
trade. Please write or e-mafi me for 
it Other gaming items, music, 
video; comics/cards, books, more! 


►- Jason Gloss 

PhilaFfav3@pfQdigy.neT 
Trade Type: Sell Item: Games 
Description; Selling NBA Live V7 (18.00}, 
Madden W (18.00}, Monal Kombat Mythologies 
Sub Zero [NEVVj (25,00), NCAA CamebrCBker V8 
(28.00), WCW W. the World fl 5.00) 

► Tim Chun 

TChun@Juno,com 

Trade Type; Trade or Sell hem: Games 
Description: Tekkeri 2, Tobai No. I (import), 
WarHawt Sim City 2000, Tigef Shark, CyberSfed. 
E-mail for more games and deals! 

^ Adam Leavelle 

wearefeciup@webtv.net 
1863 Bethany Rd. 

Womelsdorf, Pennsylvania 19567 
Trade Type: Sell item: Console, Games 
Description: 1 am selling a chipped PlayStation 
(WILL play Japanese games) with one controller, 
a Japanese version of Sfreef Fighter EX, and 17 
denno CDs that include playable game demos, 
video screenshots, and MUCH more, enclosed in 
a soft EA carrying case, for only S250.(XH NO 
TRADES. I will take higher offers. E-mail me if 
interested. 

^ Charles Coates 

LordCwfC@aDl. com 

Trade Type: Want, hem: Games, Console 
Description; I'm looking for a copy of Dragon 
Warrior 2 and 4, any of the Final Fantasy games 
on Game Boy, an original Sega Master System 
and games. Thanks! 

^ Rob Gill 

gillache@acif.com 

Trade Type; Trade, Sell Item: Games 
Description: PlayStation games looking to trade 
(or sell): Rebel Assault il Finai Fantasy Vil, Game- 
Day, NHL Face Off, CD Sampler VoL /. E-marl me 
offers. I also have Atari 2600 games; e-mail me 
for list. 

► Vince 

VincentDeBernardi@bigfaot.com 
Indianapolis, Indiana 
Trade Type: Sell, Trade, Want 
hem: Console System, Accessories, Games 
Description: Looking to trade or sell Mad Cat^ 
steering wheel, no reasonable offer refused. 
Also; Mortal Kombat MythologieB'. Sub Zero, 
Need for Speed li. Madden 37, I'm also collect- 
rng OLD Atari 2600 games (Yeah, I know theyVe 
realty hokey, but it's a nostalgia thing!}. Especially 
interested in Activision. 


Jonathan B, 

height@hotmaif.com 

Trade Type: Sale hem: Games 

Description: I have the following games for sale, 

ail are from $20 lo $35: Worms, King's Field 2, 

Twisted Metal 2, and Street Fighter Collection. 

^ Sean 

Gunsalot@Aol.com 

Pennsylvania 

Trade Type: Trade, Want Item: Games 
Description: I have Defcon 5, FFVli, Nasoar W, 
Andretti Racing, Formula I CE. Bushido Blade, 
Nuclear Strike, Jampack Vbl.2. two sample disks. 
1 want Resident Evil 2, FF Tactics, Grand Theft 
Auto, and Grand Torismo. 

► Tom Shelby 

90 West Main St. 

LeRoy, New York 14482 
Trade Type: Want hem: Games 
Description: Looking for a used Tobai 2. Willing 
to pay £25 to $35. Contact me if you like my offer, 

^ Jermaine Henson 

jaimeh@ix,netcom.conn 
240 Dolores, Apt. #108 
San Francisco, (Gatifornia 94103 
Trade Type: Sell, Trade hem: Cannes 
Description: The following are all imported Jap¬ 
anese games for sale: Grand Tour Racing W 
f$30), Bushido Blade ($30). OddWorld ($25), 
Fighting Force (£20). Also I will trade for Resident 
Evii 0. C., Crash 2, Finai Fantasy Tactics [willing to 
trade two or three games for this one), and Time 
Crisis. Prices are negotiable. 

1 ^ Jordan Hdwell 

Rabiddog6@9ol,com 
Item: Games Trade Type: Trade, Buy 
Description; I'm willing to trade Tbmb Raider T 
for any Dragon Ball games for the PlayStation or 
buy one for cheap. 

► Matt 

StfngRDDT@aol.com 
2820 Green -St. 

Racine, Wisconsin 53402 
Trade Type: Want hem: Games, Accessory 
I'm looking to buy Twisted Metal2, Cool Boarders 
T or 2, RE2, Ahndra, or Castievania SOTN. Also 
want memory card in good condition. 

► Nell 

mmortall ©juno.com 
Trade Type: Want 
hem: Consote, Games, Controllers 
Description; I am looking for a Japanese PS sys¬ 
tem, a controller, and some U.S PS games. 


► Chris George 

Mystik5050@aol.com 
Upper Dublin, Pennsylvania 
Trade Type: Sell, Trade, Buy hem: Games 
Description; I am selling Street Fighter EX + 
Alpha {$20} and C. Bandicoot 2 (£20,k Both games 
are in mint condition, I want to buy the Street 
Fighter Collection for $2(}-H3nly if it's in mint or 
near-mint condition. I will trade for the Street 
Fighter Collection, also. E-mail me if interested! 

► Luc Roberta 

tfla@aai-Com 

1736 S. Washington Street 

Denver, Colorado-, 80210 

Trade Type: Want, Trade 

hem: Games, Accessories 

Description: I'm willing to trade or best offer for 

Nagano Games W, memory card, or 

Tomb Raider H. i'll trade 2 Extreme or NHL 

Faceoff '97or I'll buy for $15 a piece, (ril take one 

of those items if you have it.) 

^ Dustin Walker 

nash@msilmissouri.org 

300 Elm St PO, Box 21 

Laddonia. Missouri 63352 

Trade Type: Want item: Accessories, Games 

Description: 1 was wondering if any one has a 

link cable, a four-plsyer adapter, dual shock, 

games, or any 300 games cheap. 

Jordan Grew 

StE nOcTiVe@aol .com 

10406 Loves Landing Cove 

Coiliervrile, Tennessee 38017 

Trade Type; Sell, Trade 

hem; Games, Accessones 

Description: Wanting to get rid of several games, 

both PC and PS. E-Mail or wnte me to get a list of 

the games. Trade or sell, whichever works best. 

Matt Shafer 

1402 N, Jackson 
Robinson, lllrnors 

Trade Type: Trade 

Description: I have Parappa the Rapper and 
Soviet Strike, Will trade for Cotony Wars, Wild 
Arms, or Castievania: Symphony of the Night. 



QLd 


If you'd tike to place \ouf own/tofelly-#ee. 

ad in PSM, just jpr.tipWTi,. 

address and/or e-mail: .Telf-^-.us' v/hettii^t| 

you're locking.to trade,^sell, or 

give us a brief description of 

offering or want. Send'sti of that 



PSM Marketplace,,. 
c^o Imagine Publishing 
150 North Hill Drive 
Brisbane, California 

You can alra send 

psm@imaginem^a.com. ^(Be su/e® 
put ''rT^arketp!3ce''%.the sube4bt-]^ 


BTW. wejcatt't voi^; 

any of the-: people whoJpl^ce 'dd&felC ^o 

swap at your own- 
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First LddIc Mortal Kambaaaat 4!!! 


Tekken 3 Secrets 

p.K., so this month we gave you loads of moves and stuff, but there's still much 
4T}ore info that we couldn't fit into one issue! Next month you can expect us to 
spill the beans on all of the really cool stuff, from secret tricks to hidden char¬ 
acters. Plus, we'll even throw in some advanced playing tips to really make 
it worth your while. Hey, when a game is this big, we know that you 
just can't cover it enough! 


ComiNG NEXT IY10NTH IN ISSUE TEN O-F 


Special Report: the Tokyo Game Show 

By now we should all know that a good majority of the really coo! 
games come from Japan. So, what better place to see the future of 
PlayStation games than at the Tokyo Game Show? We'll have all the 
dirt on the coolest new games, the best surprises, and plenty of cool 
shots of Japan for all of you otaku out there to drool over. Sound 
good? Kono kiji o nigasu na! 



PAMN 

ZIPPeR!^ 


HOT^ 
STUFF IS ON 
vTHE WAYllly 


We're getting our first full taste of MK4 on the PlayStation next month, and if you're 
like us, you can't wait to see how the translation is coming. How good will the 
graphics be? What new features will Midway add? What about new characters? 
should find out next month, so be sure to check us out! 


We 








»TheTATEST PlayStation headlines 
RThe NB/VEST PlayStation codes 
^ the MOST PlayStation games 














NFL Extreme 
Mega Man Legend 
GranTurismo 
is»-Tomba! 


:< w Legacy of Kain: Soul Reaver 
Forsaken 
Metal Gear Solid 

AND TONS MORE! 
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F \ Mnis*i 


Release tfie dragons 5nside,.Jronsform into 
mony different forms, each wi^h unique 
special abiliHes- 


Choose your allies well. Gain experience 
and master the skills needed to survive in 
\Wis epic 3-D world. 


Unleash the povver of F/re fi/ostand 50 
other spectacular magic spells. 
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C0>MIDI¥AY HH Pfll'n.lKlIlll ^ 

^www.midwayxom BimM lyluU HUIlll IH 

www.crystald.com _ 

J^A|dW0yi&ari^^fi«^bQdsnieri;.Cif lhifchvBy{3iame3'(r^Disi^^ &il€iiHnTi^tnc,i;nJeTgi:!erEa8 ten] Gry5taiOynQin^inc.Civ^Pvnanicfiftt« Crystal'Oynsrrwsi^^ 

Inc. ■Alri^ rB3firwid.Nfi>arob.i»itofTijcejandlTt3^ Uoangedbif Niiitmciixt^avSiiioitaitf ffgF^tfSMQiiofliBar&ttadan^^ 


THEY COULD HAVE TAKEN ANYTHING 
HIS HOME. 

HIS PRIDE. 

EVEN HIS FREEDOM. 


BUT THEY TOOK AWAY TB^EVISION. 


IMOW irs PERSaiMAL 































